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GAME CONSOIJ 


The horror of global combat is coming to your living room* Twenty 
years ago^ the WOPRt deadly military supercomputer» nearly ignited 
the Cold War* Now the WOPR is back with a new missiont Exterminate 
humanity* You command NORJLH’s forces on land, at sea, and in the air 
as you plunge into battle against the WOPR's mechanical legions* The 
world’s future hangs in the balance* It’s not a game anymore* 


launch strategic attacks with over different assault units* 
Command up to S killing machines at once and blow the WOPR’s drones 


into silicon dust* 


• Turn friends into enemies in the PlayStation'^' game console’s first 
split'-screen two-player combat game* 


* Peel the terror of combat as detailed graphics and a true P environment 
bring battles to life* 
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Things weVb excited about: Typically, this is the time of year whan the steady flow of games that 
has been constant since mid-Dctober finally slows to a trickle. This is the time of year when 
the hard-core gamer — the one who can not go without a new game experiencE at least once 
or twice a month (namBly, us| — starts to get a little irritable and will break-down and purchase 
just about anything in the hopes that it might have some redeeming value. This is the time of 
year when less-than-raputable companies might throw cut a crappy game, that would have 
no chance of selling at any other time, in order to make a few bucks or get back the money 
they threw into the dog. This is the time of year when E3 is on Everyone's minds and the idea, 
for the most part is to keep "Project X" under wraps until the first day of the show. The real 
kicker is, most game devElopers/publishers don't seem to realize this time of year is a golden 
opportunity for a company to come in with a "triple A" title and clean up. Just take a look at 
Resident Evil. Both versions were shipped in the beginning of the year and have enjoyed unbelievable 
success. Here's where that excitement comes intu play. The key word at the beginning of this 
article is "typically", because this year is not at all typical. Take a gander at this list: Blasto, Gran 
Turismo, ReBoot, Need for Speed III, Tekken 3, Einhander, X-Men vs. Street Fighter Ex, Deathtrap 
Dungeon, Vigilante 8, Forsaken, Tombal, Road Rash 3D, etc, etc, etc... I'm sure I've missed a few, 
but I think you get the point. All of these titles are shipping within the next month and there are 
more than enough great games to keep even the mast rabid gamers busy well into the summer. 
It's like a bumper crop of games and we're the beneficiaries of all this great product. And, 
this isn’t a case of good news/bad news — theyre going to keep on coming throughout the 
whole year. It might be time to break open the piggy bank, cash in those savings bonds or work 
some overtime, you're going to need every penny if you want to keep up. 

So. what do we have to offer this issue? How about the world-exclusive, first-look (and play) 
of Rogue Trip, SingleTrac's new vehicular combat game. They certainly have proven themselves 
in this arena and it’s definitely going to be an interesting year, with three similar products (Rogue 
Trip, Vigilante 8 and Sony's own Twisted Metal 3} slated for release. Wave also got an exclusive 
hands-on preview of Midway’s San Francisco Rush. A lot of people have been wondering how 
close the game would be to the arcade and Nfi4 versions, turn to page 33 to see for yourself. 
In addition, we take a look at the new-and-improved Jersey Devil who, thankfully, was rescued 
and resurrected by your friends at Sony. This title has come a long way since we previewed it 
back in our October issue. We've also got reviews of some of those great games listed above, 
including Blasto, Tekken 3, Need for Speed III and Tomba! And, if all that wasn't enough to 
make you pledge allegiance to Dimension Publishing, we've taken the time to break down all of 
the moves for both Dead or Alive and Bloody Roar in our Examine section — whew! Enjoy 
the issue! 

GREG 
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The greatest racing game 


□ N may 1 STH, GRAN TURlSMQ WILL BE UNVEILEO 
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Dear PSExtreme, 


The continuing development of your 
mag is most pleasing, as I have been 
a fan from the beginning. From your 
strong editorials, more fan mail, to ^ving 
us more codes and the newly added 
“EXAJfflNE” and “EXPORT” pages. I love 
it all. But, I think I have a problem with 
you guys, I think you can clear it up. 
Wow, Fm not one to take anyone’s 
opinion on a game if I knew I wasn’t 
going to like it. I have been reading your 
previews of “GEX: Enter the Gecko” 
since your November issue, up into the 
“EXRATED” review. I have been dying 
for a 3D platform game, so I bought 
it. Inside there is a free 3 issue offer 
for PSExtreme. Wow, we all love this 
mag cause it is an unbiased, unofficial, 
honest magazine. So, my question is; 
are compromising deals going on 
between this magazine and Crystal 
Dynamics or is this something that goes 
on with “other” magazines and game 
publishers? Please give me some 
information! 


Thanks for listenmg, 
Matthew Talley 


Thsbnks for the kind words Matthew. 
The 3 free issues offer you saw in the 
GEX instruction manual is only valid 
for people who buy the Official OEX 
Strategy Guide, which we, here at 
Dimension Publishing, published. We 
publish lots and lots of official strategy 
guides (see the ad in the back of this 
issue), and offer a free 3 month 
subscription to anyone who buys one 
of our guides. The deal is not tied to any 
one game publisher in particular. 


Dear PlayStation Gurus, 


I currently subscribe to PSExtreme and, 
overall, enjoy it. I mainly subscribe to 
your magazine for the reviews, but I 
also like the rest of the mag. Being a 
S8 year old gamer, I find it necessary 
to rely on your reviews when consider¬ 
ing a new purchase, since most of my 
friends don't play (most consider video 
games childish! Ha! If they only knew). 
Anyhoo, being a late-comer to the 
Playstation scene, having just purchased 
one February of '97, I've missed a lot 
of the older games. Here is where I lun 
into a dilemma. I like your historical 


Listing in the back of the mag, but I' ve 
noticed a lot of games aren't listed, such 
as Warhawk, Twisted Metal 1 and 2, 
Pandemonium, Tomb Raider, etc. With 
the re-release of some of these games 
under the " Greatest Hits" logo, is there 
any way you guys expand your 
historical ranking chart to include these 
older games? Sure, they're only $S0 
a pop, but $20 is $S0! If this is not 
feasible, are back-issues available? If 
so, how about a hst of back-issues and 
the games which were rated in them? 
I know they' re are a lot of decent older 
games out there, I just need to know 
which ones they are! 

One last question and I' 11 be through 
babbling. What the heU is that cylindrical 
object on the controller cable of stock 
Sony controllers? Does it serve a 
purpose? I've noticed other after-market 
controllers don't have it. Just curious. 
Keep up the good work and please do 
an Examine feature for GEX: ETG. I 
can't find all the silver remotes! 


Sincerely, 

Tommy Hutchins 


We keep an archive of our past rating 
on our web page. (See the ad this issue). 
As for the cylindrical object question, 
that's a ferrite bead. It's used to shield 
any stray emissions from the controller 
that might interfere with other 
electronics in your house. 


Dear PSExtreme, 


Can you send me a JPEG of the March 
and April issues, and screenshots of 
Dead or Alive? I'll be your bestest friend! 


Thank you, 

Zach Meston 


Ahrighty, calm dovm Zach, they're on 
the way. 


Dear PSExtreme, 


After reading your ''review'', I'm 
throwing out a few observations, just 
for the sheer hell of it. 

One of the things that your mag likes 
to rave on and on about are the 
incredible graphics you find in most 
games, and yet, when, you're confronted 
by something as visually spectacular 
as Riven, you yawn. Guys, here's a news 
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flash for you: when " Quake'' was in pre¬ 
release, a lot of the mags published 
screen shots that supposedly showed 
what a cutting edge game this was 
gonna be; lots of moody Eghting, detailed 
structures, and the like. And what did 
you get when it made its heralded debut? 
A bunch of pixelated sets that are about 
as cutting edge as a blunt butter knife. 
Sure impressed the hell out of me... not. 
But a highly detailed, well designed and 
executed piece like Riven? A "bunch of 
pretty postcards" and little more. Yeah, 
as if... And your reviewer found the 
puzzles in Riven an annoyance, as tho’ 
he were some maintenance man. Funny 
I sorta figured the philosophy behind 
Riven was to put you in a world where 
you had to find out how things worked, 
not how well you solve puzzles. The only 
true puzzle in the entire game is the 
mathematics system; everything else 
is contingent on your understanding 
that this is how the world of Riven 
“works”, from figuring out the proper 
configuration of valves to get the boiler 
working the way you want it, to the five- 
doored revolving room. They're not 
puzzles, folks. They're problems... in 
a real-world kind of way. 

So tell your ''hardcoregamer" of a 
reviewer that not everything in the 
computer gaming world has to be shoot- 
em-ups "starring" dames with inflated 
hoo-hahs. Some of us happen to like 
games that make us think, not ones 
constructed by modellers with a 
fascination for really big breasts. Some 
of us would like to see more than just 
another variant on the same tired Street 
Fighter game (" Oh look, it's in 3D now!" 
And?). In other words, some of us like 
games that make us feel like grown-ups. 
Pity your reviewer couldn't grasp such 
a simple concept. 


Sean Martin 
Virtual Site 

Calgary, Alberta 


We're not in the ‘^computer gaming 
world", we're in the '^console gaming 
world". Riven belongs in the former, 
not the latter. Sure, maybe there are 
people out there who can't afford a 
computer, so they buy games like Riven 
for the PlayStation, but the ms^oriiy of 
PlayStation owners, everyone here 
included, are bored to tears by games 
like Riven. Our reviews are only one 








/i 





































maji’s opinion, but in this case, a widely 
shsLped opinion. You’re in the minority, 
bud. 

Dear FSExtreme, 


limitations on the console side may be 
a negative, so the reaJly in-depth sports 
games may only be on PC (for exampie, 
HardbaJl 6 for PC will have more 
features than the PSX version). 


I Last year I read one of your reviews, 
t and you said Samurai Shodown RPG 
I was coming out in January 98. However, 
r it hasn't been out in my county . WHY 
I ISN'T IT OUT!?! I'm sick and tired of 
^ waiting. Please help me. 

•I 

{ Thank you, 

i Robl^ Myers 

We’ve got some bad news for you, 
I Robby. It looks like Samurai Shodown 
r RPO will not be released in the U.S. 
[ SNK’s first round of PlayStation titles 
r weren’t exai^i^ smash hits (even thou^ 
I they were published by Sony), so they 
t decided not to resZeiase any fiirther titles 
i in America. The game was released in 
F Japan months ago. 

Dear PSExtreme, 

I I heard that ClayPighter Extreme was 
canceled, is it true? I also heard that 
I EWJ 3D is being held off. Does that 
r mean it's cancelled or just delayed? 

r; 

r Matt Kutza 



ClayPighter Extreme was such a bad 
game they canceBed it. EWJ 3D is being 
delved to make it better, as well. 

Dear PSExtreme, 

Love your magazine. Been a fan since 
day One. My question is "Where are the 
sports games going?" Are they going 
the way of having a farm system, a 
career mode where the player is created 
or already exists, grows old and retires, 
just like in Hardball 6 from Accolade? 
And will the sports games have an active 
G.M. just like in NHL Breakaway 98 
from Acclaim? Or, are sports games 
growing bit by bit. I would like to know. 
So far the companies like EA Sports 
or Virgin will not tell me. Please do a 
page or two, not one sentence or two. 
Don't make me mad. 


Just curious, 

Louis 

Where are sports games going? Sports 
gaming is a very competitive oatagory 
for publishers... there will be more 
innovative features like those found 
Breakaway and HardbaJl. EA got started 
on the right track vihth NCAA Football 
98 and the Dynasty mode but, 
uafortimateiiy, it didn’t save your career 
stats. However, by the time most 
gamers finish a four season career (or 
a 80 years for baseball), the newest, 
latest, and greatest game will already 
be on the shelves. Also, memory 



Dear PSExtreme, 

Just wanted to tell you a few things. 
First I' d tell you what a great mag you 
have and how right on the money you 
are on your games. Then I'd let you 
know that you’re the best on the news 
stand (I get mine delivered but, hey, it 
sounds good!). But, since I don't want 
to do any butt smoodbin, I can't say any 
of this. So on to the real stuff. 

It hit me today that one of the reasons 
I like your mag so much is the " lack 
of" advertisements! Except for games 
of course. This is so refreshing. 
Remember when MTV first came out? 
I know a lot of your readers weren't 
even born yet, so I'll clue them in. They 
were commercial free! What a wonderful 
world it was. Of course the down side 
was that this was pre-PSX! 

How about the chicken? Is it real and 
if it is where in the heck is it??? Do I 
need special glasses or anything to see 
it? Hey this leads me into 3D games. 
Any thoughts on this? What a brilliant 
idea! 

One more thing and I'll probably get 
stoned for this, but I didn't care much 
for Final Fantasy VII. The main 
characters were the weak point for me. 
Other than that the game was good. The 
graphics... do I need to say anything 
here? 

Oh yeah, do y’all offer a senior citizen 
discount? I'm 31, but I'm planning 
ahead. 

Well, keep up the good work and I'll 
keep the checks in the mail! 

Happy gaming, 

3Qrik McCoy 

We have plenty of ads, misterl We like 
ads. Ads are what make it possible for 
us to pay the printing bill every month 
and offer subscriptions at such a 
ridiculousiy' low price! Keep in mind, 
however, that we never let advertisers 
influence our editorial opinions, no 
matter how much they pay us (really). 
The chicken thing is a secret. 

There are more than a few of us here 
that didn’t care too much for Final 
Fantasy vn either... mostly the people 
who don ’t care for RPOs. To each his 
own, no? 

What’s all this at)out discounts? What 
exactly iiaeds discounting? The $5 cover 
price!? The $80 subscription price?? 
The $10 strategy guide price?!? Giant 
JumpingJimminiel You’re a nuthaJl and 
we love ya, man. 

Dear PSExtreme, 

I'm a new subscriber to your mag and. 
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so far, I think it is great! Anyway, a 
while ago I went to the Mortal Kombat 
4 road tour and it was awesome. Could 
you please tell me if it is coming out for 
the Playstation, and when. 

Keep up the good work! 

Chris Chehadeh 

Mortal Kombat 4 will be coming out on 
the PlayStation sometime later this year 
and we’re going to plaster it all over 
our cover Just for you and other MK 
fans. We’U also do four pages on it, with 
about 600-1000 words of text and 
maybe some artwork and definitely 
some screen shots too. It’ll be cool Real 
cool. 

Dear PSExtreme, 

I think your magazine is great! I am a 
good butt-smoocher but let’s skip all that 
doo-doo. I like it when you review games 
and give codes, but there needs to be 
more hints, walkthroughs, and codes. 
Now, I'm not the best gamer ever and 
enjoy little secrets and codes, but you 
need to put out more of them, and a 
wider variety of them. There are a lot 
of hard games on the market right now, 
and us, your loyal readers, deserve some 
help. You do have a moderate sized code 
and hint section but I think it should be 
up-graded to LARGE. One other thing, 
you should send out sone demo disks 
so we can try out some of the hot, up¬ 
coming games. 

Other than the things stated above, I 
think you have a real kick-ass maga^iine 
going on right now. 

Your faithful reader, 

Jason Gardner 

We stuff as many codes and strateges 
in each issue as we can fit. Blvery month 
we scour the internet and bug the butts 
off our industry insiders to get the 
latestest and greatest codes each month 
for your cheatin' pJeasure. They only 
way to make the code section any bigger 
is to reprint old codes from old issues, 
and we Just ain’t gonna do that, 'cause 
we're Just not silly like that. As for 
strategic, we’re determined to set aside 
at least ten pages a month for straieges 
and, dog gone it, that’s a big section. 
Any bigger and we’ll have to split the 
magazine in two and come out with 
PSExtreme® two weeks after FBExtreme 
comes out. We'iejusfc not nufc^y like that, 
ok? And, for all you wackos out there 
that write in and say, “Look how big 
XXX’s code section is. Yours should be 
that big” Well, XXX is a multisystem 
magazine, mister... we’re a single- 
system magazine, and we like it that 

Address a.11 mail to: 

EXIVLAIL 

Dimension Publishing 
11?5 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail; d.3@qual<:e.net 












































































Hoad rage, imrdery piniplng, bank raids» hijackings, 
armed robbery, extortion, adultery, smuggling, 

petty thievery* drug busts, police bribes, _ 

unlawful carnal knowledge, double parking and no3:e! cncn 



made him an offer he 
couldn't refuse. Get out 
of the car!" 


CttACk Out OftictAl OTA W*tttts A it 

WWW. grandtheftautB. cata 

Built By Fans,,. For Fans, . 
























































closely together, and that each has a stake 
in both Cyan and Land of Point. Myst and 
Riven, combined, have sold roughly five 
million units in PC and videogame 
formats. 


PS PDA INFO... 


While there isn’t 
a lot of new news 
on the mysterious 
PlayStation PDA, 
here’s the latest 
specs and info 
that were recently 
released in Japan: The unit is driven by 
a 3£bit RISC processor and has S kilobytes 
of SRAM and 128 kilobytes of Flash RAM. 
The view-screen is a 32x32 dot 
monochrome Liquid Crystal Display and 
there is an internal small speaker that 
has some sound capabilities (there is a 
buzzer feature said to be like “compressed 
electricity”). There are a total of five 
buttons, Including a reset button, and it 
will utilize infra-red technology which is 
said to allow you to communicate with 
PlayStations and other PDAs. The unit 
can plug into the memory card slot and 
it’s not clear if you can plug memory cards 
into it. Games for it will, most likely, be 
similar to N'intendo’s popular Pocket 
Monsters or of the Virtual Pet variety. 
Eventually, Sony hopes to have games on 
regular PlayStation CDs that you can 
download to your PDA and play. In 
addition to all that, the PDA will come 


ACCLAIM COIN-OP CLOSES 
DOORS 


After cranking out three arcade games 
(Batman Forever, Magic: The Gathering 
—Armageddon, and NBA Jam Extreme), 
Acclaim has shut down their coin-op 
division, with personnel and resources 
to be liberally scattered through the rest 
of the company as Acclaim refocuses 
on the home market. Greg Pischbach, 
Acclaim CEO: "Our decision to close 
Acclaim Coin-Op reinforces our ongoing 
plan to streamline our business and focus 
on our core competencies of developing, 
publishing and marketing software for 
the home entertainment market. 
Expanding our studios' head count 
without impacting our cost structure 
allows us to create additional development 
teams which we expect will increase our 
output of product." Armageddon was 
very cool — if Acclaim isn’t planning a 
PlayStation conversion, they need a good 
pounding — but Batman Forever was 
atrocious (the PlayStation conversion 
received' 15%, the lowest rating in the 
histoiy of the magazine!) and NBA Jam 
Extreme took the franchise from 2D to 
3D graphics long after anyone cared. It' s 
a win-win situation: gamers wiU be spared 
more crap and Acclaim will be spared 
more red ink. 

CRASH BANDICOOT HITS THE 
FIVE-MILLION MARK 


Eidos' classic action 
game, Tomb Raider, 
has been re-released 
under Sony' s low- 
cost Greatest Hits 
product line, with an 
MSRP of $24.99 
(and $20 street price). Mike McGarvey, 
Eidos COO; "We are pleased that Tomb 
Raider has gained the distinction as one 
of PlayStation's Greatest Hits and that 
more consumers will be able to experience 
this incredible title. We couldn't have 
found a better home for Lara Croft and 
the Tomb Raider franchise than on 
PlayStation." As of March 1, there are 
22 games with the Greatest Hits 
designation: 2Extreme, Air Combat, Battle 
Arena Toshinden, Crash Bandicoot, 
Destruction Derby, Die Hard Trilogy, 
DOOM, Jet Moto, Loaded, Mortal Kombat 
Trilogy, NFL GameDay, NFL GameDay 
’97, NHL FaceOff, NHL FaceOff '97, 
Ray man, Ridge Racer, Tekken, Twisted 
Metal, WipeOut, WarHawk, and WWF 
Wrestlemania." 


TOMB RAIDER JOINS SONY'S 
"GREATEST HITS" 


different challenges and opportunities, 
as the phenomenal success of the first 
Crash reached stellar status as one of 
PlayStation's best-selling platform titles 
of 1996. Thankfully, we were able to 
deliver the type of sequel that consumers 
wanted." 


The Crash Bandicoot franchise, declared 
Sony in a press release so hot off the 
presses it set our fingers on fire, has sold 
five million units to date. Crash Bandicoot, 
released in 1996, has shifted 1.6 million 
units in North America; 610,000 in Japan; 
and 725,000 in Europe. Crash Bandicoot 
2, the 1997 sequel, has sold 1 million 
units in North America; 800,000 in Japan; 
and 340,000 in Europe. (Totkl: 4,975,000. 
But, hey, what's 25,000 between friends?) 
Jason Rubin, president of Naughty Dog 
Software, the developers of Crash 
Bandicoot: " We are extremely proud of 
Crash Bandicoot’s phenomenal success 
to date. With the first Crash, we were 
largely focused on creating a game whose 
character would stand up to the challenges 
of other videogame icons, popularized by 
his quick wit and charm. We also wanted 
to captivate audiences by delivering a 
game that provided compelling graphics, 
, state-of-the-art 3D action, multiple 
challenges and fun. Crash 2 brought 


CYAN CEP — ER, SEPARATES 

Cyan, the developer of Myst and Riven; 
The Sequel to Myst, has experienced a 
shocking shake-up. Rob 3 ni Miller, younger 
brother of Rand and co-creator of the 
mega-selling franchise, has formed his 
own company, called Land of Point, to 
make movies (d'ohh). Said Robyn in a 
press release, "Now that the dust is 
beginning to settle after the launch of 
Riven, we' re finally taking time to think 
about what we' d like to do next. Switching 
to a linear medium is an exciting change 
for me; I loved stories long before I worked 
in multimedia. I see this as a chance to 
finally pursue that long-standing 
interest." Richard Vander Wende, who 
worked closely with the Millers on Riven, 
has also split the scene. Rand Miller, 
meanwhile, wilL continue heading up Cyan 
and working on games. The Millers 
emphasize that they wik continue to work 


standard with a calendar function and 
can be worn fashionably around your 
neck. 


SONY "REMEMBERS" 
MEMORY CARD TRICK 


4 


You know how, once you delete a saved 
game from a Memory Card, it's gone for 
good? Guess what — it' s not. There' s a 
method to resurrect a deleted save that 
was included in the instruction manual 
of the original Japanese PlayStation, but 
inexplicably left out of subsequent 
printings (including all of the North 
American manuals). The awesome code: 
IMMEDIATELY after erasing a file, 
simultaneously press LI -^L2-^R1 + R2. 
The saved game is magically restored. 
(How the heck did this more-than-slightly 
important tidbit get lost in the translation 
process?] Someone at Sony of Japan needs 
to lay off the sake....) 
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“YOU CAN’T HELP BUT GET 
THE COMPLEX AND TWISt 
- “8 OUT OF ICr EGM 


BRILLIANTI” - “4 OUT OF Si^OPl^ 


90%" PS EXTREME 
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TOP 10 BEST SEUING PLAYSTATION 

RANKED ON UNIT SALES 
JANUARY, 1998 


TITLES 



Resident Evil 2 


Capcom 


overage retoif price 


^50 



WCW Niiro 

THQ 

overage retail price 


*47 



lasJ rfK>ntfi - 


Crash Bandicoot 2 


Sony 


average 


price 


36 



Tomb Raider 3 


Eidos 


overage 


retail 


price 


50 



Crash Bandicoot 


Sony 


overoge reloil price 





NFL GameDoy 98 


Sony 


average 


relail 


price 


36 



last monlti 


Iasi moriitH 


NBA Live 98 NASCAR 98 

“ $42 “ 


averoge 


retail 


price 


average retail price 


*41 





Jet Mole 

Sony 


averoge retail price 


31 


Jet Mote 2 

Sony 

overoge retail price 


*41 





Source: NPD TRSTS Video Gomes Tracking Service * 9JOO ouHets across I'he U.S. 

900 West shore Rood^ Port Washington^ NY 11050 
(5161 625“2294 

^ ^ Jhe ratings reflected above are those of Dimension Publishing and do not represent the opinions of NPD TRSTS, 
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Not in Top 10 Last Month 


























































































CAUTION 






of leading 
game manufacturer, 
recently stumbled 
upon an astounding 
discovery: the presence 
of cyber monsters in all CDs. 

According to a source at 
Tecmo, "We were analyzing 
CD technology when we 
came across some interesting 
coding imbedded in the 
inactive segment of a CD. 




- ENE77 


be an isolated case, but 
further investigation proved 
. this to be common among al] 

CDs, regardless of their purpose, 
and PC CDs contain 

‘ - Tecmo is uncertain of the original 

• intention of these codes, but does confirm 

that they mirror human genetic coding, and that 
every CD produced contains a unlaue set. It is rumored 
that CD manufacturers have conspired to imbed these hidden codes. An 
Investigation is currently underway. 

In order to facilitate further testing of the cyber creatures, Tecmo has developed a 
^ safe environment that can tae reconstructed with the PlayStation''^ console. The virtual 
environment allows the user to release these dormant 'cyber-monsters' into a controlled 
environment for testing. Insiders at Tecmo jokingly refer to the environment as the 'Monster 
Ranch,' and to themselves as 'Monster Ranchers.' The virtual environment has recently 
passed federal saftey guidelines, and will be available over-the<ounter this fall. 

y "We don't want to alarm the public, but we do recommend caution when using any 
A CD," a Tecmo spokesperson warned. 


Monster Rancher^'' ©1907 Tecmo Ltd. TECMO® is a registered trademark of Tecmo, Inc, For additional information 
on this product, cal! 1-800-771-3772 for game rating information. PlayStation and the PlayStation logos are 
trademarks of Sony Computer Entertainment Inc. TECMO tSSSOi S, Van NeSs Avenue. Torrance, CA 90501. 
Phone {310)787-2900 Fax {310) 767-3131. Visit Tecino at www.tecmo.co.jp. 










































SEND us YOUR CODES AND 
WIN BIO FRIZES! 

Each month we’ll pick the best code sent in 
by our loyal and intelligent readers and send 
that person a brand spankin’ new copy of 
ASCn’s hot new Drivin’ Destruction game for 
the PlayStation, Ftelony 11-79 or, if fighting’s 
your thing, ASCII’s SpecializedStick (you 
decide). But wait! That’s not aU: if you act 
now, we’ll also include ASCII’s super stylish 
ASCn Grip one-handed controller for the 
PlayStation, for your controlling pleasure, 
PLUS twelve (12) free issues of the best, the 
first, monthly dedicated PiayStation 
magazine, PSJSxtreme, of course! Whoa! 
That’s a lot of cool stuff for just a code; what 
are you waiting for? 

WE HAVE A WINNER! 

Congratulations and thanks go to this 
month’s winner, Andy Berger of Peidmont, 
CA. Andy was the first ui the worid to send 
us these cool codes for GTA. We love yuh, 
man. Thanks and congrats. 

GRAND THEFT AUTO 
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Enter the following codes as players names; 

LEVEL SELECT, ALL WEAPONS, ALL ARMOR, AND 
UmiMITED AMMUNITION; 

BSTASD 
ALL WEAPONS; 

GROOVY 

MAXIMUM WANTED LEVEL: 

EATTHIS 

DISPLAY COORDINATES: 

BLOWME 

9,999,990 POINTS; 

WEYHEY 
NO POLICE: 

CHUFF 
ALL CITIES: 

TURF 

ALL CITIES AND WEAPONS; 

MADEMAN 

LIBERTY CITY PART 1 AND 2: 

FECK 

SAN ANDREAS PART 1 AND 3: 

TVTAN 

CONTEST RULES: Anyone of any age can enter The only people not 
eligible to win are employees of Dimension Publishing or ASCII Entertainment, 
their friends, family, pets ar>d anyorw they talk to or know of. Dimension Publishing 
reserves the right to make any and all decisions regardir^ the contest One winner 
per month will be chosen, at Dimension Publishing’s discretion, based ort (be code 
or trick supplied by the enirant. If you win but do not specUy» in your code 
submission, which prize you want to receli/e {Felony 11-79 or art ASCII 
SpeelsIlzedSlick), then we will choose for you. 


CODES, HII\iT5 & TIPS 


SPONSORED BY 


4SCII 

/ NTl_: ■ f A T 


RESIDENT EVIL: DIRECTOR’S GUT 


SPEED RACER 



vj 1 iOi 1 Nj D A R O 

TRASi'-.liNG 

ADVANCED 


DOUBLE ITEMS: 

Highlight the ADVAHCED option at the 

game-selection screen and hold ♦ until the 
highlight turns green. Start the game and 
you find twice as many items, including 
douhled-up Ink Ribbons and ammunition. 


FANTASTIC FOXTR 



lAY nODE 

tttCiBLE 
EVEL S/f/P 
BIG BOY 



100 LIVES: 

Press ♦, ♦, at the title screen. 

HIDDEN OPTIONS: 


Go to the OPTIONS menu, highlight 


TRA INING, and press mam ■+ IB -i- EH + 
EQ. Four extra options appear, including 
INVICIBLI5 and LEVEL SKIP. 

LEVEL SKIP; 


Activate the LEVEL SKIP option and press 
in -I- m -I- EH m during the game to 
call up the Level Skip menu. Press ♦/♦’ and 
® or ® to select a stage, and press START 
to play it. 

PLAY AS SAME CHARACTER: 


Start a two-player game. Press START, 

SELECT, select the character and press ®. 
When the character appears in the blue ray, 
quickly press START, SELECT on the other 
controller. Both players are now using the 
same superhero. 


ARMORED CORE 

WEAPON MOVE FOR ARMORED GORE: 
Only can be used by the SABER "LS-99- 
Moonlight”. The secret sword in the kill 
struggle leader mission. 

Press ®,^,®,® 

JASON PILLOCK 

Code ;submitted by tTason PiUock 


Opps... Last month we printed this code, 
later to find you must also hold the ® 
button so.... HERE’S THE NEW ONE! 
ACCESS ALL GARS: 


At car select screen, press and hold 

+ SELECT -I- ♦ -I- ® . 





+ 



NTHIjSS 



Enter these at the password screen... 

SPEED UP PLAYERS: 

GIPTEA 

TINY PLAYERS WITH NORMAL HEADS AND 
LARGE GOALIES WITH HUGE HEADS; 
PLAYTIME 

PLAYERS ARE NORMAL SIZE, BUT HAVE BIG 
HEADS: 

BRAINY 

PUT DEVELOPERS ‘ NAMES ON FREE AGENTS 
LIST: 

FREEEA 

Code submitted by Austin MooYx^ian 

SKUliL MONKEYS 



SO MANY CODES, IT'S CRAZY: 

Pause the game and enter the one of the 
following sequences. It's fun! For several of 
the codes, you can enter it a second time to 
turn off its effects. 


99 LIVES: 

m, ®, ♦, ®, SELECT, ®, 

AMMUNITION: 


♦. ®. 


♦, ®, SELECT, SELECT. 


CRAZY KLAYMEN: 


♦, ® : 


®, SELECT. 


EXTRA HALO: 

Ka, ®, ®, ♦, ®, ♦ 

FART HEAD: 


EH, in., 

PAST KLAYMEN: 


®, SELECT. 






























®, ES, ®, En, ®, mm. 

PROZEW CLAYMBE; 

■Q, ®, Ea, ♦, ®, ®, ♦. 

PHOENIX HAND: 

®, ®, Ea, SELECT, ®, 

SHOOT HEAD; 

®, ®, ♦, ♦, ®, ®, 

SLOW KLAYMEN: 

■n, ®, Ea, ®, SELECT. 

SMALL KLAYMEH 

Ea, ®, ®, EB, ♦, ®, ®. 

SUPER WILLIE: 

EB, ®, ®, nn, ®, mm, select. 

SWIRLY Q: 

EB, ®, EB, EB, ®, SELECT. 

TINTED CLAYMEN: 

IB, ®, ®, >, SELECT, IB, 4, 4-. 
UNIVERSE ENEMA: 

♦, ®, SELECT, SELECT, SELECT. 
FMV SEQUENCES AND YOU: 

First, tills public-service announcement: 
collect aU tbe Swirly Qs in the game to 
witness a hidden FMV clip. Now, the 
passwords to see each of the five regular 
sequences. 

SCENE I: ®, IB, ®, ®, ®, ®, IB, EH 

SCENE Z: ®, Bl, ®, ®, IB 
SCENE 3; ®, IB, ®, ® 

SCENE 4: ®, Bl, ®, ®, ®, ®, ®, ® 

SCENE 5; ®, ®, ®, ®, HD, ®, ®, ®, ID, ® 


MARVEL SUPER HERDS 



TAUNT MOVE: 


DRAGON BALL 6T 



ALL CHARACTERS: 

SEX FIGHTERS: At the title screen, press 

START. You hear a bell 
after the second ♦, and again when you 
press START. Go to the Build-Up mode and 
you have six new characters to pick. (Back 
out to the main menu and choose another 
mode; the six characters are still available.) 

Code submitted by J^on JPiUcck 


DIABLO 



WALKTHROUGH 
Here' s a rainbow of fruit-flavored 
information regarding various aspects of 
this super-keen action/RPG. 


XP from weeLker critters, so you have to be 
hacking on creatures at about your skill 
level to keep increasing at a healthy rate. 
You receive five points to distribute among 
your four stats whenever you gain a level. 



A spell is used by reading a scroll, using a 
staff, or casting from memory. A scroll or 
staff casts at a particular level regardless of 
your character's ability to cast the 
particular spell. A spell's level is increased 
by reading a book with the spell, finding a 
Shrine that increases the level, or by using 
an Angel or Arch-Angel staff (which raises 
aH spell levels by one or two). You can't 
boost a spell skill higher than Level 15, 
although items that boost your speU levels 
allow you to rise above 15 only while you're 
using them. If a shrine reduces a speH level 
to zero, you have to raise the level with a 
shrine, a book or an Angel/Arch-Angel Staff. 

LEVEL 1 SPELLS 

FIREBOLT: Shoots a small firebaU. 

CHARGED BOLT: Shoots several bolts of 
lightning across the groimd. 

HOLY BOLT: Shoots a blessed h^tning bolt 
that only damages undead creatures; the 
bolt passes through other monsters and the 
second player in a two-player game. 
HEALING: Restores Health. Much more 
helpful than a Health Potion when cast by a 
Sorcerer. 


Tap ♦,♦-(-select to activate your character's 
taimt move. 

PUMKINS BOMB: 

When you have activated a reality gem you 
can press select to throw your bomb at your 
opponent. 

Code submitted by Mohammad Kaitiq 

SPAWN 



CHARACTER CLASSES AMD LEVELS 
Diablo has three character classes, and 
wouldn't you know they all have strengths 
and weaknesses. 

WARRIOR: Strength is easily your most 
important stat, but you also want some 
Vitality and a little Dexterity. Magic is all 
but useless. And be wary of using two- 
handed weapons. A weapon/shield 
combination prevents you from taking a lot 
of hits, and speeds up your attack rate. 
ROGUE: Because the Rogue can't use a 
shield, raise her Magic to a decent Mana 
Shield level, her Strength to wear a strong 
armor, and her Dexterity for obvious 
reasons. No need for Vitality. 

SORCERER: You'll never depend on HP for 
survival, so don't bother raising Vitahty. It's 
all about the Mana Shield spell, and thus all 
about the Magic stat. High Strength helps 
for weaHng stronger armor, but don't invest 
too many points into it; get a magical item 
that artificially raises Strength. Put maybe 
one point from each new level into Strength 


HEAL OTHER: Restores the Health of 
another player (or monster). 

INEERNO: Shoots a large fireball that bursts 
into smaller flames. 

LEVEL 3 SPELLS 

RESURRECT; Restores a dead player to life. 
FIRE WALL: Creates a wall of fire. 
TELEKENESIS: Opens doors, collects items 
and pushes monsters from a distance. 
LIGHTNING: Shoots a lightning fork that 
strikes aU targets in its path until it strikes 
a waU. 

TOWN PORTAL: Creates a magical doorway 
back to the viUage. The portal stays open 
until the speUcaster returns from the village 
into the dungeon. (In a two-player game, 
oast Town Portals next to each other and 
use only one to return to the dimgeon.) 
FLASH: Shoots a short-range supernova that 
affects only monsters directly adjacent to 
you (i.e., clawing your eyes out). 

STONE CURSE: Turns a monster into a 
statue. 




LEVEL SKIP: 

Paus e game play. Hold ID -i- E! 
EB and press ®,®,®,®,®,®. 
INVINCIBILITY: 

Pause game play. Hold ID -i- E! 

0 ,®,®,®,®,®. 

ALL POWER-UPS; 

Pause game play. Hold IB -i- E! 

®, ®, ®, ®, ®, ®. 

Code submitted byMattKutza 


and press 


and press 




or Dexterity. 

EXPERIENCE: A new character starts at 
Level 1 and raises his/her stats by killing 
critters for more XP. Level 50 is the highest 
level a character can reach, and should take 
a minimum (even playing on Past mode) of 
136 hours. 3000 XP Is needed to go from 
Level 1 to Level 2, and the XP requirement 
for each new level rises roughly another 
35%. A character has to be at Level 30 or 
higher to play at the Ni^tmare difficulty, 
and at Level 30 or higher to play at the HeU 
difficuity. Stronger characters receive less 




LEVEL 3 SPELLS 

PHASING: Teleports you slightly ahead and 
through a waU. Very useful when the up 
and down stairs in a level are separated, 
and the path between them is tediously 
long. 

MANA SHIELD: A gold sphere floats over 
your character's head, and blows drain 
his/her Mana instead of Health. The 
stronger the spell, the less damage is 
absorbed (i.e., a level 5 spell has a -5 
damage effect). When the character's Mana 
























runs out. blov/s reduce Health. This is the 
single most important spell for Sorcerers, 
and also useful for Rogues. 

ELEMENTAL: Summons a Fire Elemental 
that tracks do;vn and strikes monsters, 
doing as much damage as a Fireball. 
FIREBALL: Shoots cduh) a fireball. More 
powerful than the Firebolt. and also does 
damage to monsters adjacent to the target. 
FLAME WAVE: Shoots a moving ’’wall" of 
fire squares that'plow thi’ough enemies and 
disappear when they strike an obstacle. 
CHAIN LIGHTNING: Shoots lightning bolts 
at nearby monsters. 

GUARTiIAN: Shoots a three-headed snake 
that breathes Flrebolts at nearby monsters. 
INFRAVISION: You can see monsters behind 
walls and closed doors. 

IDENTIFY: Identifies an unknovm item. 


SCAVENGER i.l-4): Carnivorous beast-s who 
fancy muncbung on dead bodies. Kill other 
monsters to distract them and their flesh;;^' 
appetites. If a Scavenger takes a lot of 
damage, it runs away to the nearest corpse 
to sulk ;.and chow dotmi. 

ZOMBIE (1-3'^; Very slov;. very CurGdead 
monsters that are easily tagged from a 
distance. Be tvary of the Black Death 
Zombies, which can permanently lower your 
Life uhth their cold, dead hands. 

FIEND (3-6); Flying, fluttering critters that 
move around a lot. Fire spells are effective 
at killing them in gi’oups. 

HIDDEN c2-10): Don't get surrounded by a 
group of these unless you tvant to suffer a 
quick and painful demise. Your attacks can 
hit them whether they re visible or 
invisible, so they're good targets for Rognes. 
Hidden sometimes run av/ay after taking 
damage. 

GOAT CLAN (4-9 ); The four clans of Goat 
are progressively stronger, ending v.hth the 
Blood Star-casting Fire Clan. 

GARGOYLE (5); VJhen injured. Gargoyles fly 
away and turn to invulnerable stone (\'7hich 
lets them recover Health). Concentrate on 
one Gargoyle at a time and kill iz before 
moving to the next. 

OVERLORD (7): Slow and easy to run away 
from, but deadly at lose range. Attack from 
afar, you silly. 

DEMON (9-11); Demons love to use their 
tremendously damaging charge attack. Walk 
around a corner and let them wander 
around it for the close-range kill if you don ' t 
have ranged weapons. 

PIT BEAST (9-13); Since you have no acid 
resistance, these acid-vomiting beasts really 
suck, especially if you're a close-range 
Warrior. Listen carefully to make sure 
you're not standing on a Pit Beast corpse or 
acid pool. 

MAGMA DEMON (9-10>: Lightning magic is 
the best choice. Their ranged attack is 
vicious, so you might v/anna charge in and 
fight hand-to-hand. 

CAVE VIPER (11-14): You can't run away 
from these speed demons, and the different 
magic resistances mean you need to use 
many different spells. Attack from a 
distance vrith group spells (Flame Wave or 
Chain Lightning are good) and charge in to 
finish them off. 

STORM LORD (9-13j: '^These lightning- 
throwers don ■ t do as much damage you d 
expect, so keep guzzling Health Potions as 
you hack away. Use an item v/ith lightning 
resistance to further increase your chances. 
SLAYER (11-14): TTieir brutal Inferno attack 
is slow-moving, so you have plenty of time 
to stay healed up with Potions. Slayers are 
the biggest critters in the game, with the 
notable exception of Diablo himself. 
SUCGUBUS (13-15): Use magic-resistance 
items against their very powerful spells. 
Succubi are hard to kill v^ith the Warrior, 
since they like to stay at a medium range. 
Don't charge into a group of them; use a 
group-affecting spell. 

BLACK KNIGHT (13-16): Resistant to magic, 
but their most powerful attack is close-range 
only, so ranged attacks is what you be 
wantin'. 


ADVOCATE v. 15-16); Not maiw hk points 
but very hard to hut because they move 
aroimd so much. Try to kill an Advocate 
with a single blow if at all possible. 


FOUNTAINS AND SHRINES 
Check this list before you gulp from a 
Fountain or pra;^'’ to a Slu’ine to make sui’e 
the experience is a pleasant one. 


ABANDONED SHRINE: Dexterity +3. 

BLOOD FOUNTAIN: Health increases v.hth 
each drink. 

CAULDRON: Randomly’ causes one Shrine 

CREEPY SHRINE: Strength +3. 

CRYPTIC SHRINE: Refills Mana and casts 
Nova spell, 

DWINE SHRINE: Refills Health and Mana; 
one Health and one Mana Potion, or two 
Rejuvenation Potions, appear. 

EERIE SHRINE: Magic +2. 

ELDRITCH SHRINE: Healing and Mana 
Potions turn into Rejuvenation Potions. 
ENCHAI'JTED SHRINE: -1 level to one 
random soell and -t-1 level to all others. 
FASCINATING SHRINE: Permanent Mana 
loss and +3 levels to Fire Bolt soell. 
FOUMTAIN OF TEARS: +1 to one* random 
stat and -1 to another. 

GLIMMERING SHRINE: Identifies all 
unknov.m item.s. 

GLOOMY SHRINE: -I to all weapon damage 
ratings (4-13 becomes 4-11. et cetera) and 
+1 or +3 to all armor damage ratings. 

GOAT SHRINE: Randomly causes one Shrine 
effect. 

HIDDEN SHRINE: Transfers 10 Durability 
points from one equipped item to another. 
HOLY SHRINE: Casts Phasing spell. 
IMPOSING SHFJNE: +3 Dexterity. 

MAGICAL SHRINE: Casts Mana Shield spell. 
MURKY POOL: Casts Infravision spell. 
MYSTERIOUS SHRINE: +5 to one random 
stat and -1 to all others. 

ORNATE SHRINE: Permanent Mana loss and 
+3 level to Holy Bolt spell. 

PURIFYING SPPUNG: Mana increases vjith 
each drink. 

QUIET SHRINE: Vitality 4-3. 

PlELIGIOUS SHRINE: Completely restores 
Durability of all items. 

SACRED SHRINE: Permanent Mana loss and 
4-3 levels to Charged Bolt spell. ^ 
SECLUDED SHRINE: Completely fills in 
automap of the current level. 

SPIRITUAL SHRINE: Gold appears in all 
empty inventory slots. 

SPOOKY SHRINE: Restores Health of the 
other player in a two-player game. 

STONE SHRINE: Restores Mana and 
recharges staffs, 

TAINTED SHPJNE; -f 1 to one random stat 
and -1 to all stats of the other player in a 
tv7o-player game. 

THAUMATURGIC SHRINE: All chests on the 
current level are closed and refilled. 

■VIEIRD SHRINE: -t-1 to weapon damage 
ratings (4-12 becomes 4-13, et cetera). 


LEVEL 4 SPELLS 

NOVA: A more powerful version of Flash. 
GOLEM: Summons an Earth Elemental. 
Good for attacking monsters that use 
projectile attacks, and to distract monsters 
when you need to escape. 

TELEPORT: Teleports your character 
anywhere on the screen, regardless of 
what’s between you and the destination. 
APOCALYPSE; Diablo s spell of choice, it 
causes an eruption of flame that scorches 
every monster within range. 

BONE SPIRIT: Transfers one-third of the 
target monster s Health to your character. 
You lose Health when casting it, and don t 
get it back unless and until the spell strikes 
a vulnerable creature (it has no effect on 
magic-immune beasties). 

BLOOD STAR: Causes big-time damage to 
monsters. You lose Health when casting it 
(it has no effect on magic-resistant 
creatures), 

ARMAGEDDON: Does what it sounds Like. 


TQ A Dark Passage 


MONSTERS 

While there are over 100 monsters in 
Diablo, there are only 18 basic monster 
types, briefly described below (the numbers 
in parentheses are the dungeon levels in 
which you encounter them). 


SKELETON (1-6): These bony buttheads 
charge directly at you, but move in staccato 
bursts, so you can run away without a 
problem. They're quite vulnerable to the 
Holy Bolt spell, as are all undead. 

FALLEN ONE Cl-4): Skittish midget goblins 
that sprint for cover if you start putting 
divots in their flesh. 


QUESTS 

There are quests in both the one- and two 
player modes, but only four in the two- 





























playei’ mode (noted in parentheses). 

THE BUTCHER (1 AET) 2-PIaAYER): Activated 
by talking to the wounded townsman outside 
’ the cliurch entrance into Level 1 of the 
dungeon. Completed by killing the Butcher on 
Level 2. Meat'Boy can't open doors, so here's 
a nasty way of dispatching him: find the room 
, full of mutilated corpses and open the door. 
Lure the Butcher into oliasing you and run 
through a door with grates and close it. You 
can shoot the Butcher through the gi’ates 
while he struggles in vain to figure out how a 
door works. He sometimes drops the 
Butcher's Cleaver. 

KING LEORIC'S CURSE (1 AED 2-PLAYER): 
Activated by talking to Ogden after entering 
Level 2. Completed by killing the Skeleton 
King in Level 3. Leox'ic drops the Undead 
Crown. Enter the tomb from an entrance on 
Level 3. Look for a lever in the east room and 
throw it to open a door into an area with a 
few chests, and items to help against the 
King. Cut down the four crucified skeletons in 
the corner to open a secret passage to the 
east of the large room. Throw the lever in the 
west room to open the gate to the King. Kill 
the King before his minions, because he 
resurrects any Skeleton you cut down. Use a 
barrage of Holy Bolts for the swiftest victory. 
POSIONED WATER SUPPLY: Activated by 
talking to Pepin after entering Level 2. 
Completed by killing all the monsters in the 
hidden area of Level 2, found through a crack 
surrounded by a semicircle of candles, 
somewhere along Ijevel 2' s walls. The lava 
turns blue when all the beasts are slain. 
Return to Pepin for the Ring of 'i’i’uth. 
CHAMBER OF BONE: Activated by reading a 
book on Level 3. Completed by killing all the 
Skeletons in the Chamber of Bone on Level 3. 
You learn the Guardian spell. 

OGDEN'S SIGN: Activated by talking'to 
Snotspill on Level 4. Find the sign In a chest 
guarded by Overlords. Return the sign to 
Ogden, return to Level 4, and kill Snotspill. 
Ogden gives you the Harlequin Crest, and 
Snotspill drops the Ice Shank. 

MAGIC ROCK: Activated by talking to Griswold 
after entering Level 4. Completed by fetching 
the Magic Rock on a pedestal somewhere in 
Level 6 and returning it to Grlsworld, who 
gives you the Empyrean Band. 

GHARBAD THE WEAK: Activated by talking to 
a Goat Clan monster on Level 4. Completed by 
killing him when he attacks. Talk to him the 
first time and he tells you to return; talk to 
him a second time and you're given a magic 
item. Leave him alone and return later to be 
promised another magic items. Kill some 
monsters and come back for more 
conversation, and to trigger his attacks. Kill 
him and take the random magical item he 
drops. 

ARMOR OF VALOR: Activated by reading the 
Book of Blood on Level 5. Completed by 
putting the third Bloodstone on the third 
pillar. You earn the magical armor called 
Arkanie's Valor. 

HALLS OF THE BLIND; Activated by reading a 
book on Level 7. This opens entrances in the 
figure-eight hallway with two small hidden 
rooms. Completed by killing the monsters in 
both rooms and taking the Optic Amulet. 

2HAR THE MAD: Activated by talking to Zhar, 
an Advocate on Level 8. Completed by 
searching his bookshelf and killing him when 
he attacks you. He drops a random magic 
item and a scroll or book. 

ANVIL OF FURY: Activated by talking to 
Griswold after entering Level 9. Completed by 
returning the Anvil (found on a peninsula on 
Level 9 or 10) to Griswold, who gives you the 
special sword Griswold’s Edge. 

BLACK MUSHROOM: Activated by giving the 


Fungal 'I'ome, found on Level 10, to Adria. 
Completed by bringing the Spectral I'llixir to 
Adria. Find the Black Mushroom on Tjcvel 10 
and return it to Adria. Kill a monster and 
take the Daemon Brain. Give it to I’epin for 
the Spectral Elixir and return it to Adria. Slie 
tells you to drink the Elixir, wliicii gives a 
permanent -t-3 boost to all stats. 

WARLORD OF BLOOD; Activatexi by reading 
the Steel Tome on Level 13. ConipleLed by 
killing the Warrior of Blood, also found on 
Tievel 13. Reading the Book opens a hidden 
room. Ihe Warlord is immune to most magic 
except the Stone Cimse and Golem. The 
Wai’loi’d gives you two inafho aa'inors, along 
with four weapon racks and a I’andom magical 
weapon dropped by the Warlord himself. 
lACHDANOW: Activated by talking to 
Lachdanon on Level 14. Completed by finding 
the Golden Elixir on Level 15 and I’eturnlng it 
to Lachdanon, who gives you the Veil of Steel 
and a random magical item. 

ARCHBISHOP lAZARUS (1 AND 2-PIAyER); 
Activated by picking up liazarus' Staff on 
Ijevel 15 and giving it to Cain. Completed by 
killing Ijazarus and his Succubi cronies on 
Ijevel 15. Each one drops a random magical 
item. 

DIABLO (1 AND 2-PIAYER): Activated by 
talking to Cain after killing Lazarus. 

Completed by killing Diablo on Jjevel 16 and 
completing the game. Lure out and kill his 
minions before going after him. Firing ai’rows 
into his chamber is a good way of suckering 
them outside. Against the Big Bad Evil Dude, 
stay backed into a cornei' or against a wall so 
his attacks don't knock you backward. Diablo 
uses Fire and Magic, so get lid of I jghtning- 
resistant items and gnab Fire-resistant 
goodies. 



MISCEIJuAMEOUS HIOTS 

* After Level 25, gaining each new level takes 
so long that your stats will be boosted more 
by Elixirs than leveling. And ain't it 
fortunate that Adria starts selling them right 
about the time you need them. Basically, 
you're best off using those early levels to 
boost the most important stat for your 
character class, since you can use Elixirs 
later on to make up for the weaker stats. 

* Wirt is open to bargaining. When you're 
given a price, don’t buy the item. Talk to him 
again with about two-thirds of the price and 
he accepts the offer. 

* Especially as a Warrior, stand in a doorway 
when fighting creatures so you're only 
vulnerable to one at a time. 

* Stone Curse is an excellent spell against 
bosses. Cast It, chip away, and cast again 
when it wears off. Bust out your most 
powerful weapon for this technique to do 
maximum damage while the spell is in effect. 

Send aJ] code submissions to: 

EXECUTE 

Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: ' 
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Welcome to the Game Shark sectioii. Each month we^U list 
the newest and coolest codez ri^t here for your cheats 
pleasure* Warning; These codes won^t work without a 
Game Shark* For the latest codez and info^get on the 
internet and check www.dame5hark*com^ 
gsccc.simplenetiCom or www*datel.co.uk. If you find a 
code doesn^t work, you may need to upgrade your Game 
Shark* Check your instruction manual for details. 

(Most of these codes are ^unoffidal^ and may or may not 
work correctly at all* Use at your own risk.) 

GEX 2 - ENTER THE OSKKO (GS vl.9d) 

99 Collectables on pickup ......8D095318 0063 

infinite Health........80095314 0004 

infinite Lives,.. 80096310 0009 

Invincible. .. 800A039C OOlD 

Moon Jump [Notel].D00906B8 0080 

800897A8 0050 
Have All Collectables8009531$ 0063 

$009531C 0062 
80095320 0062 

Infinite Time Aztec 2 Step•..,.B0140C88 1500 

80X40088 1520 
Infinite Time Thurs. The 12th..D013648C 1500 

8013648C 1520 

Infinite Time Spy Loved Hime . . .D014DDB0 1500 

8014DDB0 1520 

Infinite Time In Drag Net.D0137114 1500 

80137114 1520 

Have All Red Remotes For... 

Out of Toon/Smellraiser.e009756C 0707 

Franken ate inf eld/Www.dotcom.com .800975 5E 0707 
Mao Tae Tongue/Umpire Strikes .80097560 07 07 
Pangaea 90210/Fine Tooning....,8D097562 0707 
This Old Cave/Shrunk The Gecko . .80097564 0707 
Poltergex/Pain In The Asteroids .80097566 0707 
Samurai Fever/Weddings Funeral ,,80037568 0707 

Lave Daba Doo.80097572 0300 

Texas Chainsaw/Kazed & Confused ,80097574 0707 

Have All White Remotes.80097580 FPPP 

80097582 OFPF 

Have All Tan Remotes.80097584 FPFF 

80097582 IPOO 
Charged Gex [Note 2].D008936B 0040 

80QA039E 0186 

Feather Gex [Note 3].....a00AO34A 0391 

Air Walking [Note 4].a00A03AC 0000 

Infinite Air Pain In Asteroids ,d0168EB6 012A 

60168EB6 0X2B 
Infinite Air Umpire Strikes Back D0186856 012A 

80186856 0X2B 
Biega Cheats 1 (Do Hot Use Together!): 

Debug Menu [Press Select].,,,.,800975DC 0002 

In Level Clock.800975DC 0004 

Rambling Gex Mode ...800975DC 0008 

One Liner Gex (Press Select)...800975DC 0010 

MEGA CHEAT! [Note 5]....800975DC OOFP 

Note 1: To moon jump^ bold down the X button and 
no other huttoBB. Once In mid-air^ push D-pad in 
desired direction. 

Note 2i This for the circuit levels were you have 
to charge up before you can activate the 
panels,..just press circle to charge and recharge 
when neededJ 

Note 3s You can jump repeatedly to rise...you 
never hit the ground hard,.. you float like a 
feather to the groundJ 

Note 4: Push X continuosly to jump in mid-air and 
rise as high as you want. Also, push X when 
falling to stop fall. 

Note 5: Ok this it is the mother of all cheat 
codes....Invinlchle,Infinite Lives,Debug Menu,In 
Level Clock,Rambling Gex,One Liner Gex,...Level 
Timer (On main map,Press SELECT for level stats 
then press Square for best times of those 
levels...And last but not least Declip(a.k.a 
Float thru walls codel)PresB Select hilight debug 
menu off*.press X then hold start down and up he 
will float up then release start.,..you can move 
him anywhere.,D pad moves him toward.,. back,.. 
left,,, right...hold start down to go up or 
down..to get out of declip mode press select 
press X on debug off and and he will be normal 
again. 


AUi. THE AEOVE GDJ3ES WEHH UTTEE EtLOIH 
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or why deception, cruelty and hetrayaJ are your friends j 
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To start Tke War of tke Lions,” you must use kolJ strokes. Regicides, doukle-crosses, 
violations of queens, good options all. Wkatever your plan, once kegun, a war of tkis magni- 
tud e is not to ke trifled witk. Tkis is a krutal conflict of epic proportions, wkere eack kallowed victory krings 
you closer to tke very- keart of darkness. Battle after kattle, you will command your figkting party across 
magical lands protected ky kostile forces. ^>u will need tke kelp of tke kravest warriors, as well as armor, 
weapons, intricate kattle plans and magical spells. Be rutkless. Be clever. Or ke dead. 


cj. r--' -/r -i/-' - 

for how to ensure the biggest, baddest, meanest SOBs are on your sidej 



In Final Fantasy dacticsj” you are Ramza, a young squad leader and an ally of Princess Ovelia. It s up 
to you to lead an elite figkting squad of your own ckoosing into kattle. l(ou must train tkem to ke 
powerful Black Mages wko can cast magic spells, Summoners wko can awaken terrikle keasts, Wizards, 



playStation anti tlie PlayStation logos are trademarks of Sony Conipiiter Entertainment Inc. Pinal Fantasy and Square Soft are registered trademarks of Square Co*, 



























Ninjas, Bards, Arcners, Thieves and more. There are nineteen fighting classes and four hundred abilities 
to master, if you go into battle ill-prepared, may the enemy make the blood run cold fi’om your heart. 




6ff^ecT7i3e s 

lor furiher discussions from the annals of shoot first, ask questions later\ 

P 

As the ancient history of warfare reveals, you will survive if your battle strategy is strong, and perish 
if it is not. linu will lead the charge through impressive lands trying to gain the nest strategic 
positions in forests, castle ramparts, swamps and valleys.Tou can buy and sell equipment, hire new soldiers 
and plan glorious battle strategies. May you conquer the enemy or may you die trying. 
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In Japan. Sony has released a new force-feedback analog pad, called 
the Dual Shock. The Dual Shock is a solid pad with a well balanced heft. 

It's noticeably heavier than a standard PSX controller because of the 
added internal gizmos, but it feels rugged, not bulky, and fits comfortably 
in your hand without tiring your arm. While the pad is slightly smaller 
than the ones we're used to. the cord is much longer than the typical 
Japanese length, hinting at a passible single design for all countries. 

The analog sticks on the Dual Shock are convex (so they stick up in the 
middle like a mushroom cap), and are covered in a soft foam padding. 

The padding has a rough, bumpy texture to it. which keeps your thumbs 
from slipping off mid-game. Like the last analog controller, the analog 
movements are smooth, perfect for games tike Crash 2 or Bex. Force- 

feedback effects are much stronger on this controller than they were in the first Japanese pad, buzzing with 
more strength than the pager-like vibrations of the original. At this point in time. SCEA has made no announcements 

regarding the release of the Dual Shock in the US; we can only hope that this killer pad gets picked 
up here in the States. In the meantime, dedicated gamers can find the Dual Shock at their nearby 
import store, but beware of greedy shopkeepers charging you through the nose. Cross your 
fingers that the American versions of games like Tekken 3 and Gran Tourismo have the Dual Shock 
support included. 


Here's the lowdown on the Barracuda in a single sentence; great technology, really horrible 
design. Geez Louise, this thing is almost as large as your freakin' PlayStation! You can’t 
really tell from the picture, but this is hands down the single largest non-joystick PlayStation 
controller I've ever seen. And it weighs a ton - the Barracuda should come packed with 
a tripod or stand to rest its bulk on. Seventeen - count 'em! - buttons are strewn 
across this gigantic Batarang: slow-mo. auto fire, program, analog mode, ten fire buttons 
and an "axis swap switch' to invert the two L and R buttons, for whatever reason. Because 
of alt the buttons and controls, the Barracuda is a gigantic half-moon of plastic. While 
the packaging states that it’s ’ergonomicaliy designed to fit your hand," I'd hate to get 
a close look at the lumpen mutant paws that this sucker would fit into comfortably. As 

well as having the standard d-pad, there are two thumb controlled analog sticks, which are concave, (they dip in the 
middle), rather than convex. One of the nicest features of the Barracuda is the analog control sticks ability to emulate 
the functions of a standard digital pad. or in simple English, you can play non-analog games with the left stick if 
you're so inclined. You can also program the hell out of the pad. assigning multiple button presses and controller movements 

to a single button so you can cheat your butt off in games like Tekken 3 or Street Fighter. You can program 
up to 40 steps on your controller, setting up all sorts of special moves and combos, and assigning them to 
one button. The Barracuda s memory will even store these moves when the power is off. so you don't have 
to worry about re-entering all those moves every time you start your game. This product falls into the "Great 
If Dniy" category: If Only Interact hadn't designed it in the dark, this might have been a great product. 
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toys here at Qimensian Publishing. Game gloves, head-mounted 
humqngous joysticks and transparent memory cards are dumped on my 
a weekly basis, in the past few months, IVe seen at least a dozen different 
for the half-dozen or so gun games that are available for the PlayStation, 
point in time, I'd guess-timate that the ratio of guns to actual games is 
mu to one - that's a big selection of hardware for a very teeny genre. Don't get 
me wrong. I love games like Time Crisis and Point Blank, but there are so much 
artillery out there now. I'm wondering how these companies can make any money. 

Regardless, ACT Labs has decided to fling another firearm into the fray. Yes, it's 
a standard light gun, but it also works in GunCon mode (for the previously mentioned 
Namco shooters), has an auto-reload function (five, ten or fifteen rounds) and an 
additional button conveniently placed on the back of the gun (for grenades or other special weapons). The special twist to the Gunz- 
T is the tilt control feature, instead of stomping on the pedal to duck in Time Crisis, you simply tilt the gun 45 degrees to the 
left, gangsta' style, and your character automatically ducks and reloads. The tilt control can also be set to fire off special weapons 

in older PSX titles. This sounds like a really cool feature, but the implementation leaves something to be desired. In 
Time Crisis, you need to duck with split-second timing, and the Gunz-T has a moment of hesitation when you tilt it. 
Instead of quickly ducking down, it seems to pause, then slowly lower you behind cover. And that pause can cost 
you plenty of lives in the heat of a fire-fight In its favor, the Gunz-T is a fairly accurate gun. but the tilt feature needs 
a little more work before becoming a really useful addition. 


















irilest After-Market PlayStation Technology of the Month Award goes to this lovely little product 
in scenic Taipei, Taiwan. You may rememher back in 1935, Sony brought out a nifty white 
to the Southeastern Asian "Tiger" nations. The nnly thing different about this unit (besides 
), was the ability to play the popular MPEG-encoded VHO disks. VCDs are normal-sized CDs, which have been 
with both audio and video information, sort of like mini-laser disks. The VCD market in Asia is huge, way bigger 
r disks are here in the ilS. While there are tons of movies and anime released nn this format, the biggest single 
(Moms, caver your kids' eyes) the tuns of Asian pnrn released into the marketplace on this format Now, you ^ 

hairy little palms on some of this stuF with the assistance of the Gemars PS Movie Card, an add-on device ..":3 

to play VCD flicks on your PSX. The PS Movie Card slips onto the back of your PSX, plugging into both the seldom used I/O port and the AV port on the back of the 
the switch to put yuur PSX into VCO made, you can use your d-ped as a' remote" for the player, using the buttons on the controller to fast forward, rewind, stop, 
movies during the real y good scenes. Geyond giving you access to all those cartoons and nekkid girlies, the Gamars PS Movie Card also provides an interesting and hilarious 
in the form of its packaging and instruction manual. You've got to love the Asian determination to write their own material without even pausing to consult with someone who 
speaks English as their first language. While the folks at Zi San obviously speak English much better than I speak Taiwanese ("Ni how ma,” "Wu Tang," and "Jackie Chan"), their grammatical 
selections and spelling skills belie their supposed firm grasp of the lingo. "No Damage Machine! No Circuit Jump!", trumpets the box. "Image reconstructure as what you like! ", they 

guarantee all potential customers. Under the heading of "Charactristics nf product" lyes, that's low it’s spelled on the box), Zi San proudly proclaims, "Without prublems 
of changing jumper installation G to break console like other products. Only insert this product to console, and then it can be used. Guild in FUZZY control for the use 
of all kinds of PS console." Of course! It makes sn much sense! The manual continues in similar fashion for 24 pages, making a brief, but altogether enjoyable, read. 
This is not a product for everyone, especially considering the cost of this little puppy, but If you re a determined anime fan ur a sick little pervo monkey, you may 
want to seek it out. it can be ordered direct from Network Video at C5I1-373-3GGC. 
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QU ESTI0 N: 


You’re playing first base and the batter smokes a liner right 


over the bag. You have no chance to make the play, but luckily 


the ball hits the umpire and bounces into your glove. The 


umpire calls the batter out and sends him back to the dugout 


TRUE 


or 


FALSE 



FOR THE CORRECT ANSWER, GO TO PAGE 52 
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The last time we saw Jersey Devil, Malofilm 
Communications was getting the game ready 
for a Halloween release. Well, the year came 
and went and we find ourselves in April with 
absolutely no Devil. Here's what happened... 
It seems that Malofilm, a French-Canadian 
media company, ran out of money before tricks- 
or-treats. But, the game had already begun to 
receive a warm reception from the American 
gaming media [PSExtreme included). Sony 
came a-knockin', with check book firmly 
grasped, and snatched up the title — giving 
Megatoon Studios (JD's developer) the dough 
to finish the job. 

They have been steadily working on, and 
improving, the game — in 
anticipation of a June ^ 

release. The game , 








































































EXCLUSIVE 




these types of games, and sports/racing games, i 
I would have never become this involved in the I 
hobby.) While I can't tell you that the game is in a I 
class with GEX: Enter the Gecko and Crash I 
Bandicoot 2, it has really snuck up on me. While I 
Jersey Devil doesn't bash you over the head with I 
its technology, it is solid and competitive, technically, I 
and offers a look different from other games in I 
the category. Before I knew it, what was supposed 1 
to be a two hour play session, followed by the f 
writing of this feature, turned into two days — 
a good sign that the game is going in the right 
direction. Action/platform fans will want to keep on 
eye out for this one. I'll keep you posted on the 
development of this title over the next couple 
of months. v A 



































































REALISTIC WATER PHYSICS CREATE 


YOURSELF. 
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Available Spring '98! 


Strap in and throttle up as you 
whip through the most realistic 
and immersive powerboat racing 
game ever made. Jump over 
roadways and through passing 
convoys or speed between oil 
tankers before they close off the 
track and turn your boat to splin¬ 
ters. Find a shortcut and take the 
lead, or better yet, secure your 
victory and force your opponent 
into a river barge 
at 200 miles 
per hour. 
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Split your screen 4 viiays and play 5 friends 
on the same computer or challenge 
6 of them over the networh. 


You'll have to adjust your engine trim to 
maximize speed and control. 
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Designed for 


Microsoft 


Windows''95 


• Dive under water, crash through waves 
and careen off jumps. 

• Fully interactive 3D environments that 
continually change during races. 


Eight super-intense racetracks from 
around the world to tear through. 


Choose between two difterent hull types and 
eight body styles, each with their own unique 
attributes and three difterent engine sizes. 


Download the demo at www.vrsportsxom 


PlayStation 
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There's nothing like a drive through the City 
(and v/e don't call it "Frisco") and, thanks to 
Midway and Atari games, we've been enjoying 
some amazing races in the arcades — via two 
already classic driving experiences; San 
Francisco Rush: Extreme Racing, and San 
Francisco Rush: The Rock. Both of these stellar 
arcade games use the latest in technology to 
produce crisp, colorRjl, and fast graphic detail, 
the likes of which hasn't been available before. 
We first ran into Rush in the arcades just about 
a year ago, and have been steadfast y playing 
it ever since. In fact, just before last Christmas, 
Midway came out with Rush for the Nintendo 
64, and that game instantly became the best 
racing game available for the system. Now 
it's our turn, loyal PlayStation 
owners, os SF Rush should 
be out for the PS sometime 


would be "all your ducks in a row" * but don't 
ask). Given these self imposed constraints, it is 
no wonder that time has marched by so quickly, 
and that the release of the PlayStation version 

will be 6-8 months after the 
N64 's. Hopefully, gamers will 
find the wait well worth it. 


The first look exclusive version 
of SF Rush that we received 
impressed everybody in the 
office. Maybe it was because 
our expectations were low, 
since the Voodoo chipset that 
runs the arcade machine and the 
hardware that powers the PlayStation are about 
as far apart as Cindy Crawford and Miss Piggy, 

but our first impression was 

I currently three courses (plus 
a hidden track), four cars (plus 
more than a dozen hidden 
3^1 vehicles), and tons of different 
modes. Some of the 
current modes are single race 


ir IS sore to say mat Midwoy 

has been keeping the 

development of the PSX 

version of Rush a closely 

guarded secret, until now. With an arcade 

hit the size and magnitude of I 

SF Rush, you just can't slap 

together a cheesy conversion 

to be impressed enough to 

shell out the required dough, ■ 

so you've got to make sure |'' 

all the code is in the right | W 

places (a simpler phrase 1 , 


race 
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EXCLUSIVE 


(with all the arcade experience), the extreme 
mode (if you crash — game over), circuit mode 
(race al! tracks, mirrored, frontwards, etc., and 
you must finish first to move on to the next race), 
a GP mode (race all tracks, mirrored, frontwards, 
etc., and accumulate points to become 
champion), Explosive Mode (same as GP, but 


osive Mode 

if you go below 60 MPH you blow up — game 
over), Time Pickup (grab hourglasses along the 
course to continue the clock and keep racing), 
ond a couple of two player games (split screen 
and link). Throw in more options such as snow 
(in the City?), rain, fog (but, of course), and 


cd0rm 


you've got an arcade racing game 


Midway is certainly up to the task of bringing 
out a quality arcade translation of this great 
game, and we're willing to wait — but not 
too much longer! Hopefully, this little t a taste 
of SF Rush: Extreme Racing will be enough to 
hold you over for awhile, but we're sure to have 
more for you up until the game becomes 
available. Until then, keep those motors running. 
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1 TiTIWiHi 


features intact. To me, 
ifiese features include 
a ton of 


moves, 

special attacks, projectiles and 
an elaborate combo system. Not 
to mention, juggles, throws, and 
fast-paced action and control. One of our top priorities 
was to make sure the speed and animation was not choppy 
or slow. llTere is also a bit of blood, gore, and dismembering 
What are you doing to differentiote your game from body parts, but that's j ust ici ng on the cake. I' d throw that 

all of the other fighting ga mes out there? ail away for speed and control. While it was a lot of work, 

we were able to maintain everything at a high speed, 
Chad Okada: Cardinal 5yn is very different from the making Cardinal Syn, in my humble opinion, one of the 

fighting games that are out. From the beginning, with best new fighting games for the PlayStation, 

the large amount of fighters coming out, we needed to do 

something special and different as opposed to making a Historically, fighting games without an arcade 

"me too" game. Our goal was to set it apart and give it background have had a hard time at home, how are 
a new angle. The first objective was to make it 3D in you 9oiog to get around this? 


Chad Okada 

Producer 


CO: That is a very good point. Although I am not going 
to say this will be easy to overcome, I will say, however, 
that I am very lucky to have an incredible product marketing 
manager on Cardinal Syn. I have the utmost confidence 
in her marketing abilities. We will also have a full print 
and TV campaign to increase our odds of success beyond 
the chances of a game with an orcade background, 
ultimately, though, the success of the game will be based 
on word of mouth, and we are very confident that gamers 
are going to support Cardinal Syn. 


a health l"ower-up that cures them. Another arena has or me us i ne vjume Loru. is most commoniy 

spikes which shoot-up through the ground. Power-ups are known as the fighting game system and many popular 

placed so that if the player should go for them, they would fighting games Including the Fatal Fury and Samurai 

have to avoid these spikes to grab the Power-up. With 3D Shodown games came from SNK. Five years of experience 

gameplay comes new strategies and styles, we help the at a company that produced vast amounts of fighting gomes 

ployers find these by giving them a 4-Directional Shove 's what I brinq to the table, 

and a Free-Moving 3D button that allow the character 
to move, pick-up Power-ups and attack completely in real¬ 
time 3D. Being a fighting game fanatic, it was very important 
to me to make sure that we kept all of the fundamental 


What's your philosophy on designing a fighting 
game? What do you think makes o good fighting game? 
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CO: My philosophy on designing a fighting game would a lot. Not only are we doing some of the standards such 

be the same as designing any lype of game. I believe that as smooth joints, and animation interpolation, we have 

the game should be an enjoyable experience. A game fully interactive environments that include hazards such 

that is fun usually relies on most aspects of the game being as spikes and tire that "attack players", Power-ups in crates 

of high quality, whether it's the graphics, the gameplay, that are broken open, wall collision, and a 4*Directional 

control, sound, music or depth of game. I wouldn't be Shove that shoves people in 3D. This, in itself, may not 

happy if the game wasn't enjoyable, i think what makes seem difficult to other developers, butifyou take everything d 

a good fighting game would be a number of things that we do in Cardinal Syn and maintain 30 FPS with ^ 

including the number of moves the game has, good fast, tight control and animation, I would say that 

animation, good control, number of characters, with we are, without a doubt, taking full advantage of the 

lots of action and ottacks, If you want to make a good Playstation, better than any other fighting game out 

fighter, all of these elements must come together. But to there. A lot of the 3D fighting games are still nothing . 

make an exceptional fighting game, you have to do it more than 2D games with polygon characters. A a* 

belter than others have... You have to raise the bar. I believe lot of the 3D fighters can't quite match the I 

we've done that with Cardinal Syn. We've created depth of a 2D game because of the ^ 

something different, real 3D fighting i n a 3D environment add itional variables of fighting 

with totally new, interesting characters as opposed to new and defending along the z- ^ 

takes on old characters and franchises. axis. How is this being addre^ed in S)m? We addressed 

this problem by adding a Free-Moving 3D Button. This 

Most fighters break down into three categories: allows the characters to break the normal 2D tether they 
Street Fighter, Mortal Kombat, and Tekken/^rtua Fighter, would expect in any fighting game and move completely 

where do you see Cardinal Syn in comparison? in 3D, It also allows complete real-time 3D attacks. With 

this button, you can move around the opponent and attack 
CO: I think that we have captured a lot of all three games, from any angle. You can also control yourself in real-time 

Although! would only include Mortal Kombat because 3D and in mid-attack change directions to hit moving 

we do have a bit of blood and dismembering body parts, of^nenis. Although I may not be able to convey everything 

Cardinal Syn is a polygonal fighter and would most likely that is this game, all one needs to do is play Cardinal Syn 

be compared to Tekken and the like. Our system is a mix with this feature and you wi II understand how we put 

of Street Fighter and Tekken as we have some pre-scripted the 3D into 3D fighter once and for a II . 

combos but we allow for the players to 'find' combos using 

the existing special moves and attacks. Special attacks One last question: each new fighting game has to 

and projectiles can be strung into a combo or vice versa, have a un ique hook to break out of the crowded field (I.e. 

Like Street Fighter, players will have to figure out which of MK's blood. Soul Blade's weapons, VF's 3D gameplay, 

the existing moves combo into others. etc...] what is Cardinal Syn's? 

Tell us a little bit about the developers of the game CO: Cardinal Syn's "hook" would be its interactive 

and their background in the industry. environments. These are the "Environments that Fight 

Back". As I mentioned earlier, we added a special 4 - 
CO; Kronos Digital Entertainment are the developers of directional Shove that allows players to shove characters k 
C ardinal Syn. The company was founded by Stan iiu and in 4 directions into the environment. Not only are the 
Albert Co and was originally a special effects shop. Some players armed with a multitude of Special Attacks, Stun 

of their early effects work included Batman Returns, Blocks, and Combos, they must always be aware of 

Lawnmower Man and Spiderman, the animated series, the environment around them. Hazards 

The company's early game efforts included Criticom for such as a boulder rolling through a Y- 

the PlayStation and Dark Rift for the N64. The Cardinal shaped environment or o Mine cart that * ' v I ■ 

Syn team, which came together formally in October '96, travels through midsection of a mine shaft are C 

included a number of extremely talented people who have al I pa rt of the" Envi ronment that Fights Back" hook, 

literally pulled out all the stops for this project, including They can be shoved, thrown, knocked, or stun blocked 

Stan and Albert and also Andy Koo, the lead designer. into any of these hazards or Power-ups laying around 

the environment and end up decapitated or find half 

what kind of technical advancements have you their body laying inside of a poo! of blood or lava, 
achieved with Cardinal Syn? Do you feel it's pushing 
the PlayStation's limits? w __ 




have to kill you. Actually, Cardinal Syn is doing 


' .' ' '' • ry**" 
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. . . . . _ . _ _ _____ __ __ _ _ 
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CRYSTAL DYiaAMICS » OCTOBER 


Admit it, Legacy of Kaia; Blood Omen was a cool con¬ 
cept, but not the greatest execution. Pla 3 dng a blood¬ 
sucking, shape-shifting vampire, roaming across the 
countryside in search of flesh and blood makes for 
a potentially great video game. Unfortunately, the 
game’s top-down perspective, overly-dark graphics and ter¬ 
rible, terrible loading times hindered what could have been 
an awesome game. Kain returns this year, but in an all new 
form, going from an isometric adventure with SD sprites to 
an incredible exploration/action adventure in amazing 3D, 
The results are nothing less than stunning. 

The story takes place a thousand years from the first. Kain, 
in his conquest of the world, has recruited a cadre of six lieu¬ 
tenants from the underworld. Of these six, one specifically, 
by the name of Raziel, has quickly matured and evolved 
into a higher form, growing wings — thus gaining the gift of flight. It 
has always been that Kain, the master, is the first to evolve and change. 
Upon learning of Raziel’s “impertinence” to evolve before him, Kain fia-Tins 
Raziel and casts him into the bottomless vortex — melting most of his 
wings in the process. Raziel finds he’s not alone in the vortex, 
there is another called the Elder, who for eons had fed upon the 
souls of Hosgoth, until Kain’s empire of vampires deprived him 
of his necessary sustenance. Now, Raziel is given a chance to 
his way out of the vortex and exact his revenge, all the 
serving a new master who must be fed with souls. 

While we won’t go into too much detail yet (the game’s not 
due until October), here is a list of key features; incredibly 
fluid, cinematic graphics, an amazing 3D polygon engine run¬ 
ning in the PlayStation’s 51Sx240 high-resolution mode, ver¬ 
tex, texture and dynamic real-time lighting, sin^e skin technology 
that stretches the character’s “skm” over the joints allowing for 
seamless animations, photo-realistic environments, CD stream¬ 
ing, allowing constant and seamless loading — virtually elim¬ 
inating load times, software smoothing (Z buffering) and 
in-game, cinematic cut-scenes. There are also a host of unique 
gameplay mechanics, such as soul-sucking, the ability to 
shift between the spectral and material realms — adding 
depth and expanding the gameplay experience, the abili¬ 
ty to glide — Raziel can ride thermals or jump from cliffs 
and soar to new areas and locations, interaction with 
environmental objects, and an innovative hand-to-hand com¬ 
bat system that allows the player to easily engage enemies 
in 3D space. 

Althou^ we don’t usually editorialize in our Expecting sec¬ 
tion, this is one of the rare times when we can already say, 
without one ounce of doubt, that Legacy of Kain: Soul Reaver 
could potentially be one of the bluest games of this year. 
We’ll have more in-depth info in next month’s issue. 





























































































NFL 



SONY • SUMMER 


The GameDay folks are getting the jump on Midway’s WFL Blitz with 
the release of NFL Xtreme, due out later this summer. Much like 
the arcade quarter cruncher Blitz, Xtreme will feature no penalties, 
and a high scoring environment. Unlike Blitz, the game is played 
5 on 5, there’s no out of bounds, and aU players are eligible to catch 
passes. There are severe tackles that can knock helmets off, and 
tons of other “over-the-top” animations. There wlU be more than 50 
different celebrations, and all of this can be seen in high resolu* 
tion mode — with players that are made up of over 400 polygons 
apiece. And, not to be outdone by the trash-talking players in 
Blitz, Xtreme comes packed with plenty of taunting and jiving of its 

own. For the strategic 
minded, you will be able 
to audible at the line, 
and there is player sub¬ 
stitution. This all sounds 
veiy exciting and we’ll 
get our first look at the 
gameplay next month, 
so look for it! 
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HARDBALL 6 


ACCOLADE * JUNE 


Accolade has been making a Hardball game since the Commodore 
64 computer first came out. Since then, the Hardball series has 
seen many different enhancements, but nothing like what Hardball 
6 has in store for baseball enthusiasts out there. For example, HB6 
now has both a MLB license and an MLBPA license. For the 
first time. Hardball fans will get all of the real teams and all 
of the real players. To enhance the gameplay, the players are 
motion captured, and all of the players will have their names, 
numbers and team logos on their jerseys. Hardball 6 comes 
through with a ton of noticeably different batting stances 
and new high/low swing animations. On the defensive side of 
the ball. Accolade has taken the art of fielding to a new level. 
The fielders can now dive in eight directions (as weU as jump), 
making it easier to get to some of the grounders that used to 
get past your player. All of this, and more, should hit retail 
shelves around May. 




FOX INTERACTIVE • JUNE 


Fox Interactive’s first two entries into the over-crowded sports cate¬ 
gory will be Soccer and Golf. Fox Sports Golf ‘99, as it’s officially titled, 
is being angled as a more fun, less tasking game then most of the other 
offerings from the competition. If the screen-shots look vaguely famil¬ 
iar to you, then you might recognize Gremlin’s trademark graphics, 
who are developing the game for Fox and, coincidentally, designed 
Interplay’s VR Golf back in ‘96. Here is a brief list of features; A true 
3D playing environment where you can actually “walk the course” 
before playing to see first-hand all of the hazards, hills and traps 
that await, a user-friendly front-end and interface, six total courses 

— Kiawah Island, Carnoustie Links and 
The Oxfordshire, plus three fan¬ 
tasy courses based on real holes 
from courses around the world; a 
course editor which allows you 
to create your own courses and 
the ability to choose from two com¬ 
mentators — including Fox Sports 
own, world-renowned, Peter Miss. 
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FDX ami socra *99 

FOX INTERACTIVE * JUNE 

Fox Interactive’s second entry into the wide world of 
sports is Pox Sports Soccer ‘99. Billed as the fastest 
PlayStation game of soccer to be had, Soccer ‘99 fea¬ 
tures smoother and much faster gameplay than oth¬ 
ers in its field, hi addition, Gremlin, the game’s developer, 
have developed a highly accurate and realistic AJ engine, 
and have packed the game fuU of features and options. 
Expect to see a total of 128 teams from which to choose 
— 64 from countries around the world and 64 from cities 
across the USA, Canada and the World, 24 different 
stadiums with diverse weather settings, the ability to not 
only customize your own team — including team name, 
player names, attributes and uniform colors, but also the 
ability to customize your own tournaments, leagues and 
cup competitions; realistic, ambient sound effects; and 
the choice to pick from both American and Latin American 
(Spanish) announcers. We’ll have more on Fox Sports 
titles in the next few issues, as both games are set for 
a June release. 


1EAM UM RC RAaMG 

FOX INTERACTIVE * MAY 

• Here’s a nifty little RC (remote control) racing game 
that we had a chance to preview earlier this month. The 
track designs are pretty impressive, the colors are bright 
and there’s a goodly amount of detail to all of the tex¬ 
tures. There are more than a dozen different cars that 
you can control, each with their own unique coolness. 
What’s even cooler, Team Losi RC Racing is just as much 
an exploration game as it is a racer. By the time the 
game is complete, there will be more than 15 tracks 
— including jungles, beaches, miniature gardens and 
plenty of bonus and hidden items (like speed bursts, 
and immediate freezes) to uncover. This one or two play¬ 
er contest features lots of power-ups, real time 3D shad¬ 
ows and spiffy translucencies. Look for a complete review 
of this promising title from our in-house racing expert 
and freeloading food eater, Eric, in the June issue. 




FOX INTERACTIVE • 


In addition to their first two sports games. Pox has a completely different and “far-out” 
departure by the name of W20: Mtrous Oxide. U20 is a 3D sci-fi tunnel shooter that can 
be likened to a combination of Nanotek Warrior, with its fast and furious speed, and 

Tempest 2000 with its psychedelic graphics. The object of 
the game is to reach the highest score (remember when high 
scores were the only reason to keep playing?) using one of 
four crafts and numerous weapons, while destroying a huge 
variety of alien bugs on 35 tripped-out levels. When enemies 
are killed, they release U20 into the tunnels, which power your 
craft and significantly increase its speed. The effect of scream¬ 
ing down shrinking, expanding and warping tunnels at a blaz¬ 
ing 60 fps, combined with pulse-pounding techno music will 
surely send more than a few gamers into sensory overload... 

























































































































































































































AKUJ1HE HEARTLEB 

CRYSTAL DYNAMICS * SEPTEMBER 

Crystal Dynamics is readying their follow-up title to the truly out¬ 
standing GEX: Enter the Gecko — entitled, “Akuji the Heartless”. 
The game, set in a go-anywhere, real-time 3D environment, casts 
you in the role of Akuji, a man that was condemned to Hell after 
having his heart ripped out by his evil brother, Orad (on his wed¬ 
ding day, no less!). As Akuji, the game requires that you locate the 
spirits of your ancestors and use their power to break the barri¬ 
ers between Hell and Akuji’s homeland, Mamora. We had a chance 
to see Akuji running and, at this early stage, it looks impressive. The 
game features 14 different levels, populated with more than 30 
different enemies, and a number of Afferent special effects, includ¬ 
ing Vertex Lighting (allowing for some impressive and mood-setting 
lighting effects) and Vertex Morphing (allowing for undulating ground 
surfaces). Akuji will also make use of an extensive magic system in 
gameplay — with spells that include "Possession” (Akuji can tele¬ 
port into the body of an enemy and cause him to explode), “Fire 
Storm” (ignites targeted enemies), “Beserker" (enhances Akuji’s 
speed, damage and hit points), and more. We’ll be back next month 
with more in-depth information on Crystal D’s upcoming and utter¬ 
ly amazing line-up. 



WXPECTING* Page 41 

wmmfmmmmmmmammaamrnmmmmmmmmmimmmmmmmaiHaa 





HE UNHOLY WAR 


CRYSTAL DYNAMICS » AUGUST 

If you’ve been into gaming as long as we have, then 
you’ll remember a great one by the name of Archon, 
which orginally came out for the Apple n and Commodore 
64 computers. Archon was basically a D&?D style game, 
combining the game of chess with real-time, one-on-one 
combat, and was completely addictive. Here we are umpteen years later 
and Toys for Bob (the same developer) is currently working on a PlayStation 
game along the same lines, titled The Unholy War, which definitely has plen¬ 
ty of Archon-ish influences. The Unholy War can be best described as a 
multi-player 3D strategy/combat game featuring an exciting mix of action 
and tactical play while pitting two combative forces against one 
another. The strategy element is handled via a detailed 3D map 
(a la Vandal Hearts) where you and the computer (or another 
player) take turns in commanding and positioning your foes in 
strategic positions, then initiate combat against one another in 
one-on-one, real-time 3D action. There are three modes from which 
to choose — Campaign, Combat Mayhem and Combat Tactics — 
as well as a ton of special effects, addictive gameplay, a variety 
of different characters to command and an intriguing storyline. 




VI6ILAI\ITE 

ACTIVISION • JUNE 


Here are the latest shots on Activision’s groovy Vigilante 8. If you did¬ 
n’t catch our interview and early preview in last month’s Exclusive 
section, then we suggest you go read it now! Once you’ve done that, 
you’ll know about all of the incredible features, graphics, special effects 
and options that are being packed into this vehicular combat game 
with a ’70’s attitude. While Activision is only giving the gaming press 
a few levels at a time, there will be a total of 10 when all is said 
and done. The newest version we received contains three playable and 
completely bitchin’ levels: Oil Fields, Ski Resort and the Hoover 
Dam. Each environment has its own specific features that you can use 

to help yourself and hinder your oppo¬ 
nent’s progress. The Ski Resort, for 

example, allows you to actually ride a gondola to the top for a 
quick getaway and you can also start an avelanche by taking 
out a few strategically placed trees — how cool is that?) With 
Activision’s V8, Sony’s promised Twisted Metal 3 and Single 
Trac’s Rogue Trip, the streets are going to be crowded this year. 
Keep your eyes focused here to see how it aU pans out. 
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Tekken 2 so great — chain attacks, reversals, I ™®“ eorrom ■ 

juMe combos, multi'throws, case specific darn- I mma 1995 issb issn iwiici ltd. I 
age animations (like stuns), unblockable I 
attacks, 10 hit strings, and moves that just 

plain look painful, if not just awesome, to The new characters, like Xiaoyu and Eddy, 
watch. In addition, there are now ways to have some spectacular moves that you won't 
reverse reversals! Characters can recover want to miss. Then there are the secret char- 
immediately from being knocked down. Players acters, like Mokujin and Gon. Mokujin is a dif- 
can " super charge" their character during ferent character each round, making him a 
a fight, allowing all of their character's attacks new type of random select. Gon is a popular 
to damage a blocking opponent. There are also comic book character from Japan. He is a cute 
Mid and Low thrust blocks. These don’t do little dinosaur that comes up to the knees 
damage, they just knock away an opponent’s of other characters. Gon lays stinkers and 
attack. But one of the coolest additions is the shoots fire-balls. You' 11 definitely want to see 
side-throw. You will see some of the best look- Gon's ending for a laugh. For you anime fans, 
ing throws in the game when throwing an one character has an anime ending. The top 
opponent that has his side facing your char- 5 tied for number one ending; Gon, Mokujin, 
acter. Be sure to check out Yoshimitsu's "body and Tiger. Kuma's is a close runner up. 
double" side-throw. As for the " add-on" rumors, that never 

Tekken 3 has a total of 21 characters, happened. What did happen was some sac- 







tiple stances, each having their own attacks, cut out. The animations for entering a fight 
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and for defeating an opponent are also chopped 
up. These are really had compared to the 
arcade version, but I'm glad they are in the 
game. 

The music, as usual, is really good in both 
arcade and arranged mode. The sound effects 
are basically the same, only now you'll hear 
more grunting. 

Some news on the Fighting Force Mode. 
Basically, it's a 3D Final Fight 
mock-up. There are 4 stages to ■HHli 
clear out with a boss at the end | ^ STiftg 
of each one. Beating the stages I 
awards a key. Obtain 4 keys for I : 
a secret character and a secret RaI; 
stage, it' s worth it! The problem B i ^ 
with this mode is the control, it’s I 
not so nice. After much play, it' s ■ J iffli 
still more challenging to pick up H 1 
a "chicken" power-up than it is 
to battle " thugs". The " thugs" 1 ^ 
become tiresome to look at until 
the 3rd Stage, and tend to hang 
out off screen too much. It's no 
Final Fight, but it is challenging 
to beat. The best part about this 
mode, and I'm sure the Tbol Man 
would agree, is that there is fmal- 


back and forth until someone dies from being 
hit, or from "ball hitting ground" penalties. 
The ball can be Beach, Iron, or Gum. Gum 
being the " Expert" level, for some odd rea¬ 
son. This mode is the key to making Gon 
playable. 
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ly a TEKKEN CHICKEW in the Tekken series. 
When you pick up the chickens, the announc¬ 
er says "CHICKEN...", priceless. 

While playing Tekken 3,1 opened up two 
new modes. Theater Mode and the Tekken 
Ball Mode. Theater Mode allows you to view 
the arcade intro., console version intro., and 
all the endings you have obtained so far. The 
Tekken Ball Mode lets players knock a ball 


Tekken 3 is not a perfect Arcade 
Translation, and the new Figating Force mode 
leaves a bit to be desired. Still, the game- 
play is leaps and bounds beyond Tekken 2, 
and far superior to the 3D fighting games 
from other companies. Without a doubt, Tekken 
3 is the best 3D fighting game to hit any home 
system yet. Do yourself a favor and buy 
Tekken 3. 

Chris 
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CSNIMTIBIUTY 


Tekken 3 i$ not a perfect Arcade Tronslatipn^ and 
the new Fighting Force mode leaves a bit to be 
desired,, SHI!, the gomeplay is leaps and bounds 
beyond Tekken 2/ and far superior to the 3D fight¬ 
ing gomes from other companies. Without a doubt, 
Tekken 3 is the best 3D fighting game to hit any 
home system yet» Do yourself a Favor otid buy 
Tekken 3. 
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PUBLISHED AND DEVELOPED BY SONY 


Every blue moon or so, our fearless 
leaders let me out of the sports cage that 
is my reviewing life, and I am allowed 
to play the games that the rest of you 
enjoy on a daily basis. Weh, this time, not 
only do I have the pleasure of playing 
Blasto, I also get to be the dude that sums 
it all up for our avid, action/platform play¬ 
ing readers. How cool. But, enough with 
that, let’s take a look at how Blasto has 
been put together and how it stacks up 
against the competition. 

Basically, Blasto can be broken down 
into three game playing segments; 1) a 
shooter with a science fiction theme, 2) 
an action/platform game with voice over 
comedic phrases, and 3) a strategy laden 
affair with some clever puzzle elements. 

The gameplay in Blasto is pretty intu¬ 
itive, with lots of different power-ups and 
plenty of different alien species to wipe 
out. The game is set over a bunch of dif¬ 
ferent stages, starting out in the 
Spaceports and then moving out to the 
Deserts (where, eventually, you’ll have to 
swim through some ultra cool underwa¬ 
ter tunnels), an alien city, and other 
locales. Blasto can hang, jump, back flip, 
swim, side step (which is the single most 
important move used to defeat the boss¬ 
es), and use his weapons in different ways. 
For example, the laser can be “double 
charged” by holding down the shoot but¬ 
ton, and this will deliver a high potency 
shot to eliminate some of the aliens quick¬ 
ly. Also, if the green guys get too close, 




Blasto will whack them over the head 
with his ray gun. 

To paraphrase for a moment; “Hi. I’m 
Eric Winding. You may know me from 
such legendary reviews as ‘Mutant Space 
Turkeys From Pluto’ and ‘My Mom Was 
a Teenage Xenophobe’. Well, today I’m 
here to talk to you about another twist¬ 
ed entity in the Sci-fi arena, Blasto” (yes, 
aU those years of watching the Simpsons 
has finally born fruit and, for cry in’ out 
loud, give them the $90K per episode 
already!). If you hadn’t heard, or you 
haven’t been reading any of our previews 
over the past year, then it will be a sur¬ 
prise to you to find out that Phil Hartman, 
aka Bill on “News Radio” and Troy 
McClure (and Lionel Hutz) on The 
Simpsons, is the voice of Blasto. The dude’s 
a comic genius and, although a bit over¬ 
exposed right now, he has certainly found 
his place with Blasto. The folks at Sony 
have done a good job utilizing his talents, 
and you’ll find yourself laughing quite 
often. However, when compared to the 
amount of one liners found in Gex: Enter 
the Gecko (with the voice talents of come¬ 
dian Dana Gould), Blasto doesn’t seem to 
have as many quips, and doesn’t use them 
as often. Gex uses the one liners to pass 
the time between enemies, but Blasto uses 
his one liners to announce his arrival 
or the death of one the aliens he’s just 
nuked. A movie quality soundtrack plays 
in the background, as Blasto does his 
searching, so you never really get the feel¬ 
ing that he needs to throw in any ran- 
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Spring of ‘97, everyone was hyping the 
technology. But, in the year that has since 
passed, other development teams have 
been able to better the look of Blasto. 
While Blasto looks good, it no longer rep¬ 
resents the cutting edge of PlayStation 
graphics. 

What it does do is give the game play¬ 
er exactly what he is looking for — a new 
gameplay experience in a unique graph¬ 
ic environment. Take a quick look at 





dom phrases to keep the action moving. PlayStation software sales in the US... 

The strategy elements in Blasto are it doesn’t take a rocket scientist to figure 
not really taxing, but the nature of the out that you succeed in this business with 
level designs (3D, multi-level, up and down unique, original titles. It also gives the 
teleporting deals) will make accomplish- player a solid balance of shooting and 
ing things more difficult than you’d think jumping (platform) action. On the nega- 
they would be. There is a map function, tive side, the game stays in one graphic 
but it doesn’t really make things crys- theme a little too long (Spaceports 1-3) 
tal clear for the up and down type of lev- before changing, and the shooting action 

els. There are some pretty ... 

funny things that can hap- I 

pen, but if you go around | f I 

toasting everything in site, I ^ I 

you may miss some of them I • ^ 'I 

(just a little hint — don’t I M - M 

shoot until you see the reds I 

The basic goal of the I 

game is to get out of a level I / I ' \ I 

alive. In addition, there are | ^^^1^ \ I I 

the Blasto Babes 


a delight- 
ful use of 3D modeling, if I’ve 
ever seen one. There are dif- 
fering numbers o’ Babes in 
each level and, by collecting 
them aU, you are treated to 
a VERY SPECIAL display of 
virtual silicon at the game’s 
end. Of course, negotiating these huge, 
go-anywhere environments isn’t as easy 
as it sounds and you can get lost in the 
game... pretty eashy. 

Graphically, Blasto is a good look¬ 
ing game with a unique, retro theme 
(somewhat reminiscent of Warner 
Brothers’ Marvin the Martian and old 
Buck Rogers shorts). When the game was 
introduced to the gaming media in the 


becomes a little repetitive at times. 

In the end, Blasto falls a little short 
of the quality gameplay/graphic experi¬ 
ence found in Gex; Enter the Gecko and 
Crash Bandicoot 2 (both Platinum titles) 
but, with its huge play environments, 
great theme and music, solid graphics 
and gamepls^ and campy sense of humor, 
it is stellar game and a recommended 
purchase. 
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PUBLISHED BY EA — DEVELDPED BY EA CANADA 


Just when you thought things 
might he getting a little stale over at 
Electronic Arts (Triple Play 99 is so- 
so; March Madness is bland, and UPS: 
V-Rally was a complete dud and a wart 
on an otherwise clear skinned racing 
heritage), out comes a breath of fresh 
air in the latest installment to the Need 
For Speed series, NFS III: Hot Pursuit. 
If you recall from our June ‘97 issue, 
I was particularly fond of NFS H, main¬ 
ly because the track design was excel¬ 
lent and the feel of speed W6is blistering. 
And one more bonus was the fact that 
EA got rid of the checkpoint based rac¬ 
ing and turned it into laps. Of course, 
they also got rid of the cops (which 
didn’t bother me) and, although the 
game sold remarkably well, a lot of 
you didn’t like that. Well, Uncle EA has 
been listening, and they’ve stuck the 




is that, when you race one of the desert 
courses (Redrock Ridge or Lost 
Canyons), some of the cop cars are 
actually 4X4, Chevy Blazer looking 
things. As you get chased around the 
course, the police officers will be 
screaming at you with varying degrees 
of harassing; “Pull it over NOW!” or. 



cops back in — so much so, that they’ve 
actually dedicated the name of the 
game (Hot Pursuit) to men and women 
in uniform. Yup, the po-leece are back, 
and this time they’re gunning for you, 
heavy D, baby. They’U chase you down 
two, three, or four cars at a time. 
They’ll set up road blocks to try and 
contain you, and they’ll bring out the 
REALLY fast super cop cars if you get 
too good at avoiding their traps. And 
then, if you’re too cool for school, da 
coppers will put out a strip of spikes 
across the road, and that will pretty 
much end your race. A neat little bonus 


“I’m going bust you real HARD”. It’s 
kind of cool, and not too cheesy. 

The other options in NFS III are 
the same as in last year’s game, with 
choices like Tournament, Knockout, 
and Single Race modes. There’s also a 
cool new practice mode that lets you 
race against your ghost car, and the 
game will show you the best line to 
take to get the fastest lap times on each 
course. All of the other options, like 
traffic on/off, weather effects, brake, 
assist, and traction control, are all hold-, 
overs from last year. 

The cars, which are generally the 
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(eight courses, although it’s realy foiu? 
with modifications to the others) that 
have been created to take full advan¬ 
tage of eluding the cops. There are hid¬ 
den paths, jumps, and shortcuts all 
over the place and, when you need one, 
it will usually be there for you. My 
favorite is the massive jump in the 
Lost Canyons. Also, the night driving 
aspect is absolutely fantastic, and dri¬ 


ving at night in Pursuit mode is worth 





The only two areas were III doesn't stand up to 11 
is in the music (not even close) ond the fact that there 
reolly are no big stretches of pavement thot lets you 
get the cars up to top speed.. But other than thot^ oil 
is golden^ Without a doubt. Need For Speed III: Hot 
Pursuit, is a greot racing game that fans of the series 
will really enjoy, and newbies will find appealing 
as welL The best NFS yeti 
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Players 


Analog Controller 
Compatible 
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main attraction in the series, are all the price of admission all by itself. The 
new vehicles. There are two Ferrari’s glow of the lights on the cop cars and 
(the 355 FI and the 550 MaraneUo), hitting the hi-beams to see farther 
a couple of Lamborghini’s (Diablo SV ahead is totally rad, and has to be seen 
and the 25th Anniversary Countach), to be believed. Oh, and let’s not forget 
a new Italdesign (the FTazca 02), the the lightening that really lights up the 
new C5 Corvette, and two race cars; night sky[ The only two areas where 
the Mercedes CLK GTR and the Jaguar in doesn’t stand up to n is in the music 
XJR-15. These cars are only available (not even close) and the fact that there 
once you beat the Tourna- ____ 


as they should 
PR/Producer guy froni EA 
Canada tried to explain to 
me why they couldn’t make 
real shiny cars, but it went 
right over my head. 

Anyhow, once they’re avail- 
able, you can use them at anytime, 
except the Ferrari’s can’t be used in 
the Pursuit mode. Apparently they 
think it’s a bad image to give people 
— you know, they don’t wamt us buy¬ 
ing one of their $ 140k cars and then 
trying to outrun the police. 

One of the biggest pluses for NFS 
III are the wonderful track designs 


really are no big stretches of pave¬ 
ment that lets you get the Cars up to 
top speed. But, other than that, all is 
golden. 

Without a doubt, Need For Speed 
HI: Hot Pursuit, is a great racing game 
that fans of the series will really enjoy, 
and newbies will find appealing as weU. 
The best NFS yet! 

Eric 
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The ball was dead the second it hit the umpire, 
if you answered correctiy then you obviousiy know 
your basebaii and are exactly the kind of fan we 
made VR BASEBALL"’99 for. if you answered 
incorrectly, don’t worry, there are still plenty of 
games with pretty lights and neat sounds for rookies 
who are Just starting to learn about baseball. 


CHECK OUT THE DEMO 
AT WWW.VRSPORTS,COM 



BASEBALL 


















IIDSia UHHTS 


PlaySration 


Helding Practice and Homerun Challenge " 
- two bonus arcade style games. See what 
It’s like to make a diving catch through the 
eyes of Jim Edmonds, or challenge guys like 
Tino Martinez and get your name up on the 
leader board in the Homerun Challenge". 




ww VL vrspons. com w w w. b i g I eag ue rs. co m 


© 1998 Interptay Productions. VR Sports, VR Sports togo. VR Baseball and The Difference 
Is Real are trademarks of Interplay Productions. All rights reserved. © MLBPA Official 
Licerisee - Major League Baseball Players Association, Windows and the Windows 95 logo 
are registered trademarks of Microsoft Corporation, PlayStation and the PlayStation logo are 
registered trademarks of Sony Computer Entertainment, Inc. All other copyrights and trade¬ 
marks are the property of their respective owners. 


VR Basdoall™ 99. It's a smarter, more accurate 
baseball game created specifically for baseball 
enfhusiasls like yourself. Pa>p!e who appreciate 
an Al smart enough to know that Kenny Lofton 
should score from 2nd on a gapper to the wall and that a pitcher 
should walk Mark McGwire with a base open and the game on 
the line. This isn^t just another baseball game. This Is baseball. 


Detailed Player Animations and MoHons for Collision 

When Darin Erstad breaks up a double play and slides into 
second, you see the shortstop get knocked on his butt. 


Quick>-key Short Cuts 

WeVe quickened the pace of baseball by adding a variety of 
quiek-keys, short cuts, and an innovative menuless pitching 
interface. Pitch to nearly an infinite number of locations 
instantly or tfrow a Greg Maddux fastball without tipping 
your hand to your opponent. 


True Affihjde 

From shattered bats to ball players diving to catch hard liners 
and talking smack on the field. Ifs all in here. 


This is it. The baseball game lor baseball purists. So, again, 
congratulations on passing our test. And now, to reward yourself, 
head over to your local video gome store and pick up a copy of 
W Baseball™ 99. Play what youVe been missing. 


Available April 1998. 


Wincfows*95 


Smarter Al really understands baseball. 
Cecil Fielder doesn’t bunt, pitchers 
are pulled when they get shelled, and 
fielders are strategically shifted. 


Fill. — 

D~0 


A “smart camera” always selects the best 
angle for gameptay in real time. You’ll see 
the players, even the outfielders, up close 
and in full detail as you make the play. 
So now when players like Derek Jeter stab 
a line drive, you’ll be right on top of 
the action. 


















Card-carrying members of the 
RPG Cult — I' ve had mine lami¬ 
nated — are undoubtedly famil¬ 
iar with Breath of Fire and Breath 
of Fire 11, which appeared on the 
Super NES during that system' s 
Golden Age of RPGs. (The origi¬ 
nal BoF, in fact, was co-designed 
with Square, they of Final Fantasy 
vn.) Breath of Fire HI is the VERY 
long-delayed climax of the trilo¬ 
gy and, while it has a deep and 
involving quest, it also has the 
twin handicaps of a plain-Jane 
translation and a 16-bit look and 
feel. 

As with the first two games, 
BoF III casts a dragonboy as the 
main protagonist. His name is Ryu 
— Japanese for " dragon" — and 
as our story begins, he's liber¬ 
ated from a huge block of ice with¬ 
in which he's been freezing his 
extremities off for centuries. After 
flame-broiling (not frying) sev¬ 
eral packs of exceedingly fool¬ 
ish miners, Ryu is captured by 
his liberators, escapes again, turns 
into a naked boy, gets rescued by 
two homeless and hungry adven¬ 
turers, and tries to figure out his 
purpose in the world. And I' m just 
wacky enough to estimate it'll 
take you 40 to 50 hours to deter¬ 
mine what that purpose is. 

AH the standard RPG elements 
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are in place: conversational towns¬ 
folk, monster-filled areas to 
explore, semi-puzzles to solve, spe¬ 
cial items to find, mini-quests to 
complete. BoF in does introduce 
a little originality with its brief 
arcade sequences; the best is a 
fishing sequence in which your 
catches reward you with hit points 
and various other abilities. 

BoF Ill's turn-based combat 
system doesn't use a separate 
screen; the game jumps immedi¬ 
ately from walking to fighting 
(although you can' t see monsters 
until they attack you). A few cool 
twists here. The first is being able 
to pick up skills from enemies by 
observing them in battle; the sec¬ 
ond is Ryu having the ability to 
turn himself into a full-grown 
dragon and rain flame (and other 
harmful substances) down upon 


'Oh. bhstherthis 
i S-: Just What I needed 




But. I think we can 
scrouhae UP sGnre - 
armor and weapons : 
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Ms foes. 

While the story is insanely 
deep, the translation quality is 
strictly average. (A step above 
the awful translations of the first 
two games, though.) There are 
veiy few horrendously cJanglish 
sentences, but precious little char¬ 
acterization; everyone "reads" 
the same, whether they 
be monsters, women, 
old coots, whomever, 
and that just ain' t right. 

And why can' t anyone 
in an RPG have a sense 
of humor? Working 
Designs doesn't own the 
patent on laughter, last 


although the camera always 
snaps back to the default view. 
The sound effects and PlayStation¬ 
generated music are VERY 16-bit, 
with far too many annoying pseu¬ 
do-jazz tunes and not enough 




BoF Ill's graphics 
utilize an angled-over¬ 
head perspective, a la 
Final Fantasy Tactics 
and Vandal-Hearts, and 
combine SD sprites for 
the characters and crit¬ 
ters with 3D polygons 
for the landscapes and 
locations. It's not entirely seam¬ 
less, and unavoidably has a 16- 
bit look, although the characters 
fortunately don' t suffer from the 
ultimate 16-bit disease, IWIy-Effin- 
Head ' s-As-Big-As-My-Body 
Syndrome, You can also rotate 
the landscape to peek behind 
bushes and trees for Mdden stuff. 



orchestral stuff. 

Breath of Fire in is an enter¬ 
taining old-school RPG, but a more 
entertaining translation and/or 
more PlayStation-worthy graph¬ 
ics and sound would' ve pushed it 
into the Gold zone. It's still a 
must 7 have for RPG Cultists and 
fans of the series. 


Zach 
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Breath of Fire III rs an entertaining old-school RPG^ 
but a more entertaining translation and/or more 
PlayStation ^worthy graphics and sound wouldVe 
pushed it into the Gold X zone, lt‘s still a must-have 
for RPG Cultfsts and fans of the series^ 
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PUBLISHED BY SONY — DEVELOPED BY WHOOPEE CAMP 




You know, even with the huge amount 
of games now available for the Plai7Station, 
there are very few that fit into the “classic” 
style of gaming. With so much new tech¬ 
nology being thrown around on almost a 
daily basis, developers have been spending 
more time grappling with techie issues than 
with straight-forward game design. Tomba!, 
from SCEA, is a perfect example of excel¬ 
lent game design versus high-tech eye candy. 

Tomba! is a throwback to the excellent 
platform games of yesteryear — games like 
Ghouls ’n’ Ghosts, Mega Man and Demon’s 
Crest — that were beyond the standard sim¬ 
plistic run-and-jump Mario clones. Interest¬ 
ingly enough, Tomba!’s producer, Mr. 
Fujiwara, comes from Capcom, where his 
resume contains an impressive list of some 
that company’s greatest home titles, includ¬ 
ing Ghouls, Demon’s Crest and Resident Evil 
(but RE is on just about eveiyone’s resume 
these days; heck, it’s even on mine). Fujiwara 
has split from the Japanese gaming jug¬ 
gernaut to form his own, smaller develop¬ 
ment company, Whoopee Camp. Fujiwara 
san’s intent is to get away from the violence 
that has become so prevalent in video games 
and to get back to the foundations of classic 
gaming. That determination is veiy evident 
in Tomba!. 

Tomba! is your typical pink-haired wild 
boy. You know, there’s one just hke him in 
every enchanted forest being invaded by 
magic pigs. There he was, minding his own 
biz, when along comes a horde of the afore¬ 
mentioned evil pigs, who snag the golden 
bracelet Tombal’s grandfather gave to him 
(the pigs need lots of gold to cast a big whop¬ 
per of a magic spell). Chasing after the pigs, 
Tomba! gets caught up in the forest dweUers’ 
struggles and throws in with the good guys. 
He receives guidance and the occasional sup¬ 
port from the helpless locals that he meets 
on his journeys, who provide him with clues, 
tips and even a useful item or two. 

Standard platform fare greets you once 
you’ve booted up the game. As the little pink¬ 
headed maniac, you’ll find yourself running, 
jumping, climbing, swinging and smacking 
enemies right and left through the series of 


interconnected levels. And, at least in the 
version I reviewed, Tomba! had support 
for the feedback portion of the new Dual 
Analog Shock pad (currently available only 
in Japan), so the controller buzzes and 
shakes as Tomba! jumps, takes hits, falls or 
runs into things. 

Tomba! can also jump or walk “into” the 
background to travel on a different parallax 
scrolling plane, which gives the game its 5D- 
like feeling. In one of the many improve¬ 
ments that SCEA has asked from Whoopee 
Camp, the objects in the ITS version of the 
game have had a subtle gourad shading added 
to give them a three dimensional look. Tomba! 
does have that “fake” 3D look, but it’s impor¬ 
tant to note that the game plays nothing like 
Klonoa or Pandemonium; you’re not on a 
track and you aren’t forced down a single 
pathway. Tomba! is a much more open game. 

As you play through the game, youTl 
come across new items and weapons that 
will increase Tombal’s powers: different pants 
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give him the ability to run or to jump fur¬ 
ther, an umbrella lets him glide in a con¬ 
trolled manner after jumping or falling, a 
grappUng hook that he can climb and swing 
on... the list extends for some length; by the 
end of the game, you’ve built up quite an 
impressive inventory of various objects and 
weapons. 

Like Capcom classics Mega Man and 
Demon’s Crest (which Tomba! bears the 
strongest resemblance to in gameplay, but 
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lenting and repetitious squeaks and beeps. 
Playing the game at even the lowest of vol¬ 
ume levels had the other staff members in 
the Dimension offices humming and whistling 
the theme after twenty minutes of play. 
Tomba!’s music sticks in your head like the 
chorus from a Spice Girls song. Ugh! 

Whoopee Camp’s first title is strongly 
reminiscent of the type of game that built 
Capcom’s reputation long before they became 
the Street Fighter company. It’s all here: 






not tone or content), the world you explore 
is linked level by level so, as you travel 
through the game, you’re able to revisit ear¬ 
lier areas, which open up as you find new 
items or learn new skills. For instance, in 
the very first area, The Forest of All 
Beginnings, upon entering a house, you come 
to an area blocked by a small body of water. 
This water is impassable until much later 
in the game, when Tomba! gains 
the ability to swim. All the 
areas in the game are linked 
by different entrances, so it is 
possible (and necessaiy) to run 
from one end of the world to 
the other, which can be a long 
and sometimes repetitive jog. 

Fortunately, Fujiwara has 
brought with him another great 
gameplay mechanic from 
Capcom, Charity Wings and 
Bells. The Charity Wings are 
single-use items that can 
instantly transport you to any 
level in the game that you’ve 
already visited, shaving seri¬ 
ous time off your barefooted 
commute through the forest. 

Bells can be used repeatedly, but will only 
return you to the single location that they 
correspond with. 

The only negative experience I had with 
Tomba! was the sonically agonizing music. 
Man, I haven’t been forced to listen to music 
this bad in a long time. The tunes are sim¬ 
plistic to the point of Chinese Water Torture, 
drilling into your skull in a series of unre- 
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Bionic Commando, Demon’s Crest, Mega Man, 
even Destiny of an Emperor. Whoopee Camp 
has managed to extract the best elements 
from these diverse games and cram them 
into one extremely fun game. Tomba! is 
applicable to gamers of aU ages, as it serves 
double-duty as both a cheery family title and 
a challenging quest. The look of the game, 
with its cartoony graphics, ma^cal pigs and 


goofy hero, skews towards a younger audi¬ 
ence, but platform fans from the 8 and 16- 
bit days will glom onto Tomba! in a big way. 
It is sorta funny that Sony is publishing 
Tomba!, after their initiaJ reluctance to allow 
their Third Party Publishers to release 2D 
platform games. Times are a’changin’, I 
guess, and for the better, if Tomba! is any 
sort of indicator. 


Chris 
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Whoopee Camp's first title is strongly reminiscent of the 
type of game that built Capcom's reputation (ong before 
they became the Street Fighter company^ Ifs all here^ Bionic 
Commando^ Demon's Crest, Mega Man, even Destiny of 
an Emperor. Whoopee Camp has managed to extract 
the best elements from these diverse games and cram them 
into one extremely fun game. Tomba) is applicable to 
gamers of all ages, as it serves double^duty as both a 
cheery family title and a challenging quest. 
















































































































PUBLISHED BY EA — DEVELOPED BY EA/BLIZZARD 


RPG fans tend to come in two flavors; those 
who play the Japanese Square-type games, and 
the hard-core Dungeons and Dragons freakos. 
I’ve heard lots of people who enjoyed games like 
Final Fantasy or Wild Arms express much dis¬ 
may after picking up a game like Wizardry or 
Ultima. “This isn’t an RPG, where are all the 
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Village from the forces of evil?” Sorry, American 
RPGs tend to be much more serious, designed by 
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in their parents’ basements rolling 20-sided dice 
(and subsequently have a hard time meeting 
chicks, go figure). Diablo stormed onto the PC thing has gone very wrong in the dungeons 
gaming world almost a year and a half ago, beneath the quaint village of Tristram. All sorts 
and blew the doors off computer RPGs in a big of unnatural thingies have begun roaming around 

at night, snatching young girls, mutilating cows, 
not paying the cable bill on time and borrowing 
tools without returning them. The populace, 
not amused by these shenanigans, gather them¬ 
selves together into a pitiful band of adventur¬ 
ers and march off to the opening of the dungeons 
in the local church, where they’re all promptly 
slaughtered. Oops. Looks like you’re going to have 
to save the day, mister. Oh, by the way, did we 
mention that the forces of HeU inhabit the lower 
reaches of the catacombs? Well, have a good time 
anyway, remember to wear clean undies. You’re 
given three character classes to choose from: 
warrior, rogue and mage. If you’ve ever played 
a game like this before, it comes as no surprise 
that warriors are strong but not very bright, 
mages are weaklings that pack serious mystical 
firepower and the rogue is halfway between 
the two, combining magic and fighting skills. 
As you journey further into Diablo’s pits, you’ll 
find all sorts of new toys to play with, bows, 
swords of all types, daggers, magical staves, clubs, 
armor, cloaks and other miscellaneous items. I 
found myself playing Diablo for hours, always 
trying to reach the next level just to see what 
monsters would show up or what new weapons 
I could find. Sad, I know, but they’ve canceled 
Wings, what else should I be doing? 

Graphically, the game still looks very nice, 
and is well suited to the PlayStation’s capabili¬ 
ties. Although the resolution is not quite as sharp 
as the PC (that’s what you get for playing- on a 
fuzzy TV screen), the dungeons have held onto 
their dark, creepy appearances. Not that hard to 


the way people approached strategy games with 
their WarCraft games, then turned their sights 
onto the stagnant world of role-playing. Blizzard 
decided that smiting hordes of the undead could 
be a lot more fun than simply moving through 
the same boring dungeon textures, clicking on a 
button, and hoping that your fighter was tough 
enough to last through a round of combat. Diablo 
was very much like a console game for the PC; 
the emphasis was on immediate and gratifying 
action in a graphically rich environment, cen¬ 
tered around a very simple mouse-driven con¬ 
trol scheme. It made a lot of sense for BA to pick 
up toe console ri^ts to the game, especially after 
it was parked in the top sellers list for a few 
months—EA’s smart enough to recognize a cash 
machine when it hits them upside the head with 
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Diablo has the stereotypical backstory: some- 
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to two, I still appreciated the inclusion of mul¬ 
tiplayer in the game, as it’s always much more 
fun to smack demons with a buddy. 

Another big selling point is Diablo’s sup¬ 
posed randomness. Each level of the dungeon is 
cimted from a string of variables as you descend, 
so you the levels are, in theory at least, never 
the same. While this prevents you from simply 
memorizing layouts and positions, the levels are 
still pretty much the same, with slightly differ¬ 
ent interior decoration and furniture arrange- 



Diablo Is a greaf PC^to-console conversion; totol oction without 
the nIt-picky details that are usually part and parcel of a popu- 
lar computer game* The controls ore simple and easy^ the graph* 
ks are decent and there's lots of stuff to kill While the gome does 
tend to get a little repetitious at times^ there are plenty af guests 
to keep you running around the dungeon* And did I mention that 
there's lots of stuff to kill You don't have to have read a lot of 
Tolkien to enjoy Diablo^ but anyone out there who has memo¬ 
rized the entire D&D Player's ManuoJ will definitely groove on 
this game* Drop your dice^ kids^ and grab your controllers. 








ments. If you really dig Diablo’s gameplay, you’ll 
be quite happy with this feature, since this means 


pull off, since you’j’e wandering around in the 
dai’k quite a bit. The sprites leave a little some¬ 
thing to be desired however, as they tend to be 
a bit messy — some of the smaller enemies 
appeared on my screen as nothing more than 
moving blue blobs. But, as you meander through 
the undergi’oiind cells and caverns, the dank 
atmosphere is well conveyed. 

It’s very easy to become totally lost, even 
in the smaller, earlier levels. A 
handy auto-map feature will pop BHBBhmI 
up on screen at the touch of a but- I 
ton to help those of us with no I 
sense of direction (sort of like a I 
Thomas Guide for Hell). The auto- I 
map will overlay a simplistic ren- I 
dering of the level on top of your I 
screen, so you can watch the map | 
as you move about. This is very I 
handy for helping you spot doors I T ji 
located in darkened corners, or to I 
find the stairs down to the next I i 
level, since they’re a lot easier I 
to spot on the map. I [ 

One of the reasons that Diablo | p]"* ^ 
was such a big hit on the PC was I 
due to its unique multiplayer I 
aspects. You could boot up your 
system, log onto your internet service provider, ics are decent and there’s lots of stuff to kill, 
and go right to Blizzard’s web page, where you While the game does tend to get a little repeti- 
could hook up with three other players to do a tious at times, there are plenty of quests to keep 
little group dungeon crawling. Alternately, four you running around the dungeon. And did I men- 
people could play through a network, backing tion that there’s lots of stuff to kill. You don’t 
each other up and kicking more monster butt as have to have read a lot of Tolkien to enjoy Diablo, 
a concentrated force. This mode has been car- but anyone out there who has memorized the 
ried over onto the PlayStation, somewhat tuned entire D&D Player’s Manual will definitely groove 
down due to the platform restrictions. Even on this game. Drop your dice, kids, and grab your 
though the number of players has been reduced controllers 


slashing your way to ever-higher levels of expe¬ 
rience. 

Diablo is a gimt PC-to-console conversion; 
total action without Uie nit-picky details Uiat ai’e 
usually part and parcel of a popular computer 
game. The controls aa^ simple and easy, the graph- 
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PUBLISHED BY ACTIVISION — DEVELOPED BY GREMLIN INTERACTIVE 


considering this game falls into the rade' s brainpan, 
sucky end of the quality spectrum, each level, you lay waste to 

I expect to be minimal). Bean's toy soldiers (which either 

But, hey, how about a little back- appear out of thin air or pop out from 
groimd while Activision's advertising behind obstacles), while also reveal- 
team commits hari-klri? It' s the 22nd ing power-ups (rapid-fire, spread fire, 
century, and justice is no longer doled armor-piercing bullets) and the occa- 
out by courts of law, but by heavily sional alternate path. Your movement 
armed Judges. No "Dream Teams," is entirely controlled by the game, as 
no playing the race card, no bloody the graphics are pre-rendered video 
gloves — sentencing, much like the scenes streaming off the CD, with real- 
effects of Taco Bell food on the human time polygon-rendered targets and 
body, is swift and quite often fatal. In 2D explosions slapped on top. The 
this grim future, an ex-Judge named effect, which I last recall seeing in the 
Royston Bean, with the considerable atrocious Psygnosis shooter Nova- 
backup of an army of androids, has storm, is not at all seamless or pret- 
flipped his lid and taken the mayor ty, 

of Mega-City One hostage. You, filling In the easiest of the game' s three 
the futuristic Doc Martens of Judge difficulty levels, flashing red arrows 
Dredd, have to blast through sixteen show the locations of the power-ups, 
levels of 'bots with an extremely ver- and enemies (except for bosses and 
satile handgun to rescue Mr. Mayor automated guns) only take a shot 
and lodge a buhet in your former com- or two before keeling over and kick- 












































































































der (unless both games 
took their death-yelps 
from the same sound- 


ited tun becomes trustration. it s 
almost impossible to figure out where 
the power-ups are, because of the flat 
and colorless backgrounds. The ene¬ 
mies take far too many hits to be ter¬ 
minated, especially considering their 
sheer numbers and annoying ten¬ 
dency to shoot like crazy. 

And, in the game' s most 
grievous sin, I had a damn 
hard time figuring out 
what was shooting at me, 
again because of the uni¬ 
color backgrounds. The 
music is mediocre and the 
sound effects are fine, 
although the screams of 
blasted androids are car¬ 
toon-goofy and way out of 
place — plus, they' re bla¬ 
tantly stolen from a very 
cool old action/strategy 


Dredd's glum face into a comical 
frown, and sounds like he's in seri¬ 
ous need of a throat lozenge. If not 
for my inability to grow facial hair, 
I coulda played Dredd better than this 
dude. 
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effect compilation CD). 

As if the gameplay wasn't pun¬ 
ishing enough, Judge Dredd further 
pummels the player into submission 
with an endless succession of awful 
live-action video clips (which can, 
at least, be turned off at the option 
menu). The guy playing Judge Dredd 
is skinny as a rail, exaggerates 


I' m still trying to figure out why 
Activision picked this Dredd-ful (I 
made a non-funny!) game up for U.S. 
distribution instead of leaving it in 
Europe, where it originally shipped. 
Between the tainted license and the 
flawed gameplay, I'd rather play 
(shudder) Crypt Killer, and that is 
a very sad statement indeed, 

Zach 
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I'm still trying to figure out why Activision picked 
this Dredd-ful (I mode o non^funnyl) gome up for 
U.S. distribution instead of leaving it in Europe^ 
where it originolly shipped. Between the tainted 
license and the flowed gameplay, I’d rother play 
(shudder] Crypt Killer, ond thot is o very sod stote^ 
ment indeed. 
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PUBLISHED BY JALECO — DEVELOPED BY TOMY 


Manual 


PCSIVICM 


Here he comes, here comes Speed Racer... 
ah forget it, you know the rest! This time 
around, however, he’s coming to your 
PlayStation, thanks to the good folks at Jaleco. 

You know, the people who brought us Tokyo 
Highway Battle.! won’t mention their other 
less-thamstellar titles, suffice it to say. 

Jaleco is still looking for their first big 
PlayStation hit. You may be somewhat famil¬ 
iar with this title already, as we’ve covered 
it in its import form, as well as provided codes 
in the April issue. Jaleco has promised us 
that they have cleaned up the game a little 
for its US release, but the overall gameplay 
should be pretty similar. So, without further 
adieu, it’s time to take that demon on wheels 
for a test drive. 

This is not Speed’s first foray into the 
videogame realm. Hamco released an arcade 
version a couple of years ago that was an 
absolute blast to play, and Accolade released 
a PC game that was equally as entertaining. 

The problem was, however, that neither of 
them were commercial success stories. 

Obviously, the license alone is not enough to 
carry Speed into the winner’s circle. Jaleco’s higher difficulty levels you will find yourself 
version is set up much like most of the other using the brakes more than you’d like, and 
racing games on the PlayStation: three tracks, the frame rate just doesn’t keep up with the 
hidden shortcuts, three different Mach 5’s to third generation titles already available for 
choose from (not including a variety of hid- the system. What I found myself doing, most 
den cars) and three different modes of play, of the time, is looking for situations to use 
Ho new ground broken here, but a pattern my “special tools”. I gotta tell ya, using the 
that has proven successful time and time headlight mounted saw blades to hack away 
again. at my competitors yielded a good portion 

The gameplay is average at best. You of enthusiasm, however, not enough to keep 
have three different camera angles from me coming back for more. And, finally, the 
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game is just too short, even with the extra 
cars you uncover. I beat the game in less 
than an hour and a half — no matter how 
much I love Speed and all of his friends, 
there’s just no excuse for that! 

• Graphically, Speed Racer does a pretty 
good job, stacked up against the current gen¬ 
eration of PlayStation racers. You’ll have no 
trouble recognizing any of the cars that have 
made this series such a cult 
classic. Of course, Racer X is in HHHB 
there, along with some of the I 
more famous adversaries Speed I ' D i 
has had to face over the years. I w 3' sb'^ 
There’s very little pop up and ■ " 
the textures are smooth enough, I 
but you won’t find anything eye- I 
popping about the presentation. I 
The worst part about the graph- l^j|iH|| 
ics, however, is the lighting, hi 
the endurance mode, the light- 
ing changes from a day time 
sunny atmosphere to this real- 
ly hokey “dusk” look, then to 
nightfall. Obviously, driving in 
the day time is no problem, but Bi^^^ 
the dusk is a joke. It’s as if they B»^^j 
put this yellow filter over the 
game and said, “now it’s dusk!. All this real¬ 
ly does is slow the game down, not make it 
more challenging. That being said, the over¬ 
all graphics package is fair to middling. Mot 
bad, just not anything new. 

One other aspect of the game that 
deserves mention is the sound. .Each time 
you pass someone, you get that patented 
Speed Racer wrroooom as you blow by. As 
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you’re approaching the vehicle, what pass¬ 
es for commentary is a mild voice saying 
“hey, pass him” even if you’ve already lapped 
him twice. In an odd sort of way, however, 
it’s very typical of the TV show. 

Ultimately, even with all of its many 


flaws, I would still buy this game; purely 
based on the strength of my childhood mem¬ 
ories of the TV series. I’m sure Jaleco is 
counting on many people who think like me; 
as it’s an average racing game with far too 
short of a shelf life. And, for the typical con¬ 
sumer, it would be a rental at best. But, what 
can I say, you get to race the Mach 51 
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L PUBLISHED AND DEVELOPED BY CAPCOM 




As a kid, I always thought the best fun- 
nybooks were the Marvel Team Ups, where dif¬ 
ferent heroes got together to have a nice dinner, 
watch a movie and kick evil’s hiney. It was cool 
to see your favorite characters come together 
at the same time, and you sorta catch that vibe 
with X-Men vs. Street Fighter. There have been 
so many different Street Fighter games, comics, 
movies, cartoons, etc., that Capcom’s money 
machine has an established history and back- 
story nearly as complete as the Marvel Universe. 

After playing with XvSF, it’s not as bad as 
I feared. Capcom has possibly done a better job 
converting this game to the PSX than they did 
Marvel Super Heroes, which was quite a decent 
job itself. The most notable absence in the game 
is not missing frames of animation (which there 
are, but not as bad as previous PlayStation 
ports), but the eMination of the tag-team mode, 
which was arguably the heart of XvSF’s game- 
play, 

In the arcade version of the game, you were 
able to switch between two different characters 
on the fly. If one of your fighters was getting 
beat up, you could switch and let him heal up 
a bit while continuing with the second. Your 
partner also popped up on screen for Alpha 
counters and the powerful Team-Up Move, where 
both characters simultaneously unleash their 
Super Combos on an unlucky opponent. 

However, due to the extreme limitations of 
the PlayStation VRAM (note to Sony — more 
memoiy in the next system), XvSF is not able 
to load four full characters worth of animation 
into memory at the same time without choking 



nical stumbling block, Capcom’s taken out the 
tag team altogether. Sort of. You still choose two 
characters, but you’re never able to switch 
between the two of them, as your first pick 
remains on screen during the matches. The sec¬ 
ond character does pop up for Alphas and the 
Team-Up attacks, but the appearance is minor, 
to say the least. 

How does this effect gameplay? Veiy httle, 
actually. In my humble opinion, the Big C 
should’ve simply dropped the tag-team aspects 
entirely, and just focused on giving you a reg¬ 
ular Street Fighter game. Overall, the action 
is enjoyable, and the rest of the game has trans¬ 
lated well. There are instances of severe slow¬ 
down throughout, but whadda ya gonna do? Ask 
for as close to an arcade perfect game as your 
system can handle, and there are going to have 
to be some trade-offs. Slowdown is only really 
noticeable when you get one of the bigger char¬ 
acters on screen, or when there are a whole lot 
of special effects happening (ie, Team-Up Attacks, 


like a cat with a hairball. To combat this tech- Alphas, some of the flashier Supers). Trying to 
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ing together nutty air combos, a style of play 
that I’ve never come to appreciate. While I do 
like learning each character’s special moves, 
I hate having to memorize long strings of com¬ 
mands in order to inflict any serious damage. 
Talented XvSF players will be able to whip 
out fifteen hit combos like they’re going out 
of style, but I prefer the older, simpler, dumb¬ 
er “you try to hit me, I block and hit you, then 
you block” style, rather than the newer “I’m 
going to hit you a dozen times and there ain’t 



play as Juggernaut is an exercise in futility, as 
the big behemoth makes the game react with 
the speed and precision of a stunned rhino. 
There’s a little bit of this evident with Sabertooth 
as well, but he’s naturally so fast that it ends 
up balancing out. The loading time is not too 
bad before rounds, about the same as Marvel 
Super Heroes, and much, much, much quick¬ 
er than in the Probe version of X-Men. 


nothing you can do about it, so there!” mode of 
brawling. 

I nearly spoiled myself for this review 
by picking up an import cop? of X-Men vs. Street 
Fighter for the Saturn. The Sega version of this 
game comes packed with a four meg RAM cart, 
which makes the game incredible on that sys¬ 
tem. I was sure that there was no way that the 
PSX version could compete. Happily for 


At least with franchise 
Capcom titles like X-Men Vs. 
Street Fighter, you know you 
aren’t going to get stiffed on the 
amount of available characters. I 
hate these newer games where 
you only have a roster of 8 fight¬ 
ers to play with. XvSF gives you 
17 characters, delivering some 
serious action. From the mighty 
Marvel Universe we have Cydops, 
Gambit, Wolverine, Rogue, 
Juggernaut, Magneto, and Storm. 
From Street Fighter-land, Ryu, 
Ken, Bison, Charlie, Dhalsim, 
Gammy, Chun Li, Zangief and 
Akuma. All in ah, not a bad line 
up. 

Like Marvel Super Heroes, 





XvSF is not a game for Street Fighter purists; 
stick to Alpha g or the 2-disk SF Cohection if 
you want straight fighting action. XvSF is anoth¬ 
er over-the-top, hyper-spaz scrapper in the X- 
Men/Marvel vein, where you can bang on the 
buttons like an eight-year-old on a Pixie Stick 
rush and make you character fly around the 
screen, shoot tremendous beams of energy and 
generaUy crush your opponents head like the 

^ • *1, ■! i ^ ■ T ■ 1 I * .«. 


PlayStation owners, I was incorrect. Capcom 
arcade games look so damn good because they 
can take advantage of all the silicon spread 
around the CPS 2 arcade boards. This makes 
home conversions quite tricky, as consoles lack 
the whopping mess o’ memory that gets 
crammed into an arcade unit (hence the dif¬ 
ference in the prices of games). XvSF is a good 

conversion; if you like the Marvel-style fight- 
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Capcom arcade games look so damn good because 
they can toke advantage of all the silicon spread 
around the CPS 2 arcade boards. This makes home 
conversions quite tricky^ as consoles lack the whop* 
ping mess o' memory that gets crammed into an 
arcade unit (hence the difference in the prices of 
games). XvSF is a good conversion; if you like the 
Marvel-style fighting games^ you^e going to real¬ 
ly love this one. 
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and action/EPG genres. Mow, with the release 
of Einhajider, they' re dabbling in a catego¬ 
ry that, while seml-popular in Japan, is dead¬ 
er than Elvis in the States: the good 
old-fashioned side-scrolling spaceship shoot¬ 
er. (Just ask Working Designs how dead it 
is: they brought over the brilliant Ray storm 
late last year and watched it belly-flop at 
retail.) 

Einhander — German for "I'm a 
spanker," although my translation could 
be inaccurate — plops your short-attention- 


Much as I've been stereotyped as "that 
crackhead reviewer" by PSExtreme readers, 
so was Squaresoft stereotyped as " that RPG 
company" by Super NES owners during the 
16-bit era. But something about the 
PlayStation awakened the Tapeworm of 
Variety dwelling deep within Square's diges¬ 
tive tract, and they' ve quite successfully 


We like Gunpods a whole bunch, for they 
dish out destruction on a mega-blissful scale: 
rapid-fire machine guns that shred baddies 
to bits, photon cannons that smash through 
waves of foes, missile launchers that seek 
and destroy, laser swords that whip around 
your ship, and lightning bolts that charge up 
for maximum carnage. Gunpods can also be 
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Span tuckus into one of three hopped-up star- toggled into positions above or below your 
ships (not counting two hidden craft which ship for strategic aiming. Alas, special 
are revealed only by playing insanely well), weapons have limited ammo, so preserva- 
While the ships have shghtly different capa- tion for mid-level and end-level bosses is a 
bilities, all of them have a standard-issue must. These bosses ain't as predictable as in 
laser cannon, and the ability to hold one or a typical shooter, sprinkling a healthy pinch 
more special weapons called Gunpods, which of randomization into their attack patterns; 
are snaked from larger enemy ships as you I'm currently playing through Einhander for 
shoot ' em down. Einhander has an unusu- the third time, and I continue to get wasted 
al point-multiplier system comparable to by new and delightfully nasty techniques. 
Sega's Virtua Cop; the more enemies you hit Einhander has darn fine longevity: each 
in a row, the higher you jack up the multi- level is just difficult enou^ to maintain chal- 
plier, to a maximum of 16. It adds a beefy lenge without frustration, and laden with 
strategic element to tallying big points, which enough checkpoints to avoid the dreaded " If 
are crucial for uncovering certain secrets. I have to play through this whole frickin' 
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ing up a loogie.) 

Einhander's tastiest gameplay treat is 
the high level of replayability. There are 
secret ships, secret weapons, secret bonus 
objectives, a performance ranking system, 
and nearly a hundred " illustrations" which 
are slowly revealed by shredding the game 
in various ways. You're required by law to 
play through the game more than once to 
find everything, and Binhander is lovely 
enough so that you absolutely won't mind. 
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Elnheinder is the best side-scrolling shooter to grace 
the PlayStation, doing absolutely everything right: 
well-balanced difficuhy, cool weapons, tasty explo¬ 
sions, mind-blowing bosses, and tons of secrets^ 
Which makes it all the more depressing thot the 
vast ma|ortty of American PlayStation owners 
won't even bother with it. Heaving sigh. 








section one more time, the controller dies" 
syndrome. After considerable practice, a good 
player can zoom from start to finish in just 
over an hour, which makes Einhander the 
Titanic of the shooter genre (in terms of 
lengjh, not budget, although I certainly would- 
n't mind seeing a $200 million videogame). 
Einhander's control is smoother than Barry 
White, with pinpoint maneuvering and the 
keen ability to speed up and 
slow down. This is not a game 
where you can blame your mis- j 
fortune on the programmers; if | 
you die, it' s because you pulled I 
a Monica Lewinsky (i.e., you I 
sucked). 

The visuals are third-gen¬ 
eration fantastic: the incredibly i 
colorful backgrounds and 




move at a rockin' 60 frames | 
per second at all times. I 
(Slowdown? Nein!) Most impor- I 
tantly, while the graphics are I 
gorgeous, they' re never so over- I 
whelming that they conceal hul- I 
lets or enemy ships. The musical I 
score is an excellent collection - 
of techno tunage, although the first level 
starts with an awesome orchestral/operat¬ 
ic composition that makes you think the 
soundtrack's going to be more varied than 
it really is. The sound effects, except for the 
16-bitty cannon blasts, are also excellent, 
highlighted by loud, rumbly explosions and 
goofy German speech bites when you reach 
end-of-level bosses. (German: the language 
where you always sound like you're hock- 


Complaints? Mo two-player mode, and 
no powering up the Gunpods. One of the 
biggest thrills of a shooter is grabbing mul¬ 
tiple power-ups and watching a weapon 
become increasingly devastating—although 
Einhander almost entirely makes up for it 
with its sheer variety of weaponiy. 

Einhander is the best side-scrolling shoot¬ 
er to grace the PlayStation, doing absolute- 


^1B45Z0 


ly everything right: well-balanced difficulty, 
cool weapons, tasty explosions, mind-blow¬ 
ing bosses, and tons of secrets. Which makes 
it all the more depressing that the vast major¬ 
ity of American PlayStation owners won't 
even bother with it. Heaving sigh. God bless 
Sony and Square, in any case, for releas¬ 
ing a game they know only us hardcore dudes 
will appreciate. 

Zach 












































































































YUGO BASIC MOVES 

JQm •!>»»» 

Back Knuckle 

Squat Jab.. 

Middle Blow. 

Squat Upper •a« a 4 « V B • t'*#* « a «i 
Low Back Knuckle 4»44'44«I 
Hopping Elbow 
Tornado Uppercut 

Jump Jab.. 

Flying Hammer Stomp. 

Hammer Slope.. 

Rising Uppercut. 

Shoulder Tockle. 

Fist Drop.... 

Back Turn Straight 4.44444 

Low Turn Strai^t. 

Spinning Kick 4 .,. 44444...444 

Heel Ki» .. 

Back Spin Hi^h Kick..... 

Squat Low Kick. 

Side Kick... 

Back toin Low Kick ,...4 
Jump apin Kick............ 

One Step Knee. 

Flying Side Kick. 

Diving Kick. 

Draw Swish Kick. 

Jack Knife Kick. 

Ground Slicer............... 

Flail Kick............. 

Back Turn High Kick..... 

Back Turn Low Kick...... 

Flip Throw.. 

Knee Blast. 

Back Throw. 

Elbow Strike.. 

Moonlight... 

Silver Wolf. 

Crescent Summer. 

Beast Additional Moves 

Wolf Claw.. 

Twin Fang.. 

Full Moon Slosh. 

Moon Counter. 

Slash... 

Wolf Kick... 

Flying Over Toil... 

Arc Wrist. 

Wild Toe Kick. 

High Jump Over Tail.... 

Side Claw. 

Spinning Claw. 

Body Cannon. 

Sunset Claw. 

Heel Dive. 

Back Turn Clow. 

Climb Driver,,...,.,...,...., 

Bloody Fangs. 

Bloody Roar. 

Flying Beserk. 


>+ll 

♦+® 

4+® 

M+m 

tt+w 

(while umpingj ® 

(while umping) ^-f® 

{while anaing from a jump) #+l| 
(while crouching]® 

(while dashing] ® 

(when opponent is down) f^+® 
(when opponent is behind) ® 
(when opponent is behind) ♦+© 


(while jumping) ® 
while lumping '^+® 

I while lanoing from a jump) 
(while crouching)® 

(while dashing) ® 

(when opponent is down) 


behind) ® 


(when opponent 
(when opponent is behind) 4+® 
® -*■ ® 

♦+®+® 

(when opponent is facing backwc 
4ll>f4>® 


0+® 

[while jumping 
(while umping 
(while anding 
(while crouchin; 

(while dashing)' ® 

(when opponent is down) f’+@ 


0+® 

torn a jump) 


(when opponent is down] 4<i>® t 
(when opponent is behind) ® 
(when opponent is behind) f’-^® 
@+® 
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Brain Hammer. 

Quick Nail Drive.^+® 

Jumping Knuckle..(while jumping) ® 

Air Kong Hammer ..(while lumping) 

Landing Knuckle.......(while landing from a lump) 

" ‘ " while crouching)^ 

while dashing) ® 
when opponent is down] f’+® 
when opponent is behind] ® 
when opponent is behind] 


River Rising Hammer 

Sphinx Landing. 

Bone Scratch. 

Turn Straight. 

Squat Turn Straight..._ .. 

Face Kick. 

Step Crawl Kick ......................^+ 

Beautiful Swan Kick. 

Sheen Kick.. 

Intense Kick.tif 

Cleave Kick...Itf 

Poradise Kick .. 

Gorilla Cutter..4, 4+® 

Jumping Kick 

Missile Kick.. 

Landing Spin Kick 
Over Turn Kick 

Bullet Kick. 

Death Child 

Turn Kick ....(when opponent 

Squat Turn Kick.(when opponent 

Cracker Knuckle.® + ® 


while jumpjng) ® 
while lumping) 0 +® 
aing fi 


while landing from a jump) f+® 
while crouching).® 
while dashing) 


when opponent 


s down) 4+® 
s behind) ® 

5 behind) 4+® 


Classic Bomb.(opponent crouching) f ■i-®^® 

Carry Drop.(when opponent is facing backward] ®+® 

Greg Tornado...4i4+® 


Greg 

Volcanic Shoot.4114+ 

Ultimate Punch ..4ll4+(i 

Guard Splash Kick......444+ 

Beast Additional Moves 

Plunge Swing......® 

Pillar Swing..4+® 

Back Turn Swing..^'*'x 

Squat Plunge Swing.....4+® 

Double Palm Press.4+® 

Grabbing Greg.4+@ 

Double Arm Lin.4+® 

Trash Bone...4,4+® 


while 


while 

while 


umping) ® 





I, 444+® 


Ape Kick 

Kong Press.. 

Slide Shaker.. 

Slide Arm....... 

The Greg. 

Monkey Clad. 

Lock Press 
Reverse Turn Swing 
Reverse Dip Stab... 

Palm Shake Busier, 

Maul Buster...444+S 

Satelite Throw.....444 +q 

GREG COMBINATION MOVES 
Fjnger Stop Combo 
Finger Stop Hammer 
Face Rush Combo.. 

Finger Stop Sweep.. 

Face Basher Combo 
Face Bosher Guord Attack...... _ 

Funny Combo. ® 

Sphinx... 

Nail Drive Combo Low.4+®, 4+H 

Nail Drive Combo Middle. 

Body Thrust Combo..H+S 

Body Rush Combo 4+®, . 

Leg Blast Rising Hammer 4+®,® 

Leg Blast Combo. 

Leg Rush Combo.. ^+®, 4+®, 4+® 

Foke Middle Shoot.4+®, 444+® 

Quick Nail Drive Micldle...4,4+®^ ® 

Quick Nail Drive Low..4,4+®, 4+ 

Ultimate Punch Lv.T....444+®, 4+ 

Ultimate Punch Lv.2.444+®, 4+ 

Ultimate Punch Lv.3.. 

Ultimate Punch Lv.4.444+®, 4+ 

Ultimate Punch Lv.5....444+®, 4+ 

Ultimate Punch Fake ...............444+®, ® 

Double Swon Kick.... ■+++++++ 4+®, 

Beast Combinotion Moves 


umping) 4+® 
anaing from a jump) 4+® 
while crouching)® 
while dashing] ® 
when opponent is down] 4+® 
when opponent is down) 4+® or ® or ® 
when opponent is behind] ® 
when opponent is behind) 4+® 




'Y'i 


Double Swing.. 

Triple Swing. 

Triple Swing Hjp Attack 
Triple Swing Hip Second . 

Triple Swing Hip Final 
Triple Swing Hip Slider 
Triple Swing Hip Fake 

T Swing Hip Last Slider.S 

T Swing Hip Last Poke.S 

Crunch Press Swing.S, 4+® 

Crunch Low Swing....®, 4+^ 

Back Turn Swing Hip 


EXAMINE 


Back Turn Swing Second 4+®, ffl ® 

Back Turn Swing Final.....4+®, ® ® ® 

Back Turn Swing Slider.X' 

Back Turn Swing Fake ..^‘t’®# ® 

Back Turn Swing Last Slide .....4+®, ® ® 

Back Turn Swing Last Fake.4+®, ® ® 

Catch Fake One.. 444+®, @ 

Catch Fake Two.. ..444+®, ® 

Catch Fake Three.......444+®, @ 

Catch Fake Four....444+®, @ 

Catch Fake Five....444+®, @ 

Stop Low Swing... 

Stop Through Combo.......®, 4+®, 444+® 

Middle Rally Combo..4+®, 4+€ 


Low Rally Combo......4+ 

Double ^an Kick Hip.4+ 

D Swan Kjck H|p Second.........4+ 

D Swon Kick Hip Final.4+ 

D Swan Kick Hip Slider 4+ 

D Swan Kick Hip Fake **!+ + + + + + + + «• 4+ 

D Swan Kick Hip Lost Slide 

D Swan Kick Hip Last Fake.4+ 

UlHmate Punch Mirage.4R4+(i, 

Swing Satelite Shoot.....4+®, 4it4+® 

FOX BASIC MOVES 

Quick Needle..® 

Level Low .,.,....„„.,.....,.....,..,..4+ 

Dangerous Sword.4+ 

Touch Up Edge...4+@ 

Swing.....4............„.......„.4+g 

Turn Harper R+i 

Fly Up Reef.4+ 

Crozy Lance.4,4+® 

Flying Needle.... .....(while jumping 

Mantis Sword.(while umping 

Grand Back Sword.(whjie anding 

Phoenix Sword......(while crou ‘ 



x 





4+® 

rom a jump] 4+® 


while dashing) 
when opponent 
when opponent 
when opponent 


S down) 4+® 
s behind) ® 
s behind) 4+® 



while lum 


Gand Shaver... 

Judgement Needlework 
Back Sword 

Low Back Sword.... 

Snapping Leg.............® 

Stiletto Leg.4+ 

Spin Kick.4+ 

Low Swing Grave.....4+ 

Snapping Flail.4+ 

Low Spin Kick.4+ 

Somersoult Blade.............4+ . 

Low Sickness Box.4,4+® 

while jumping 

Double Stiletto. > ■ 

Low Spin Blade 
Insomnia Blade 
Crescent Axe.... 

Get Up Early.... 

Moon Size 

Spinning Blade. 

Sweet Nikita.....®+® 

Fascinating Lance 

Fantostic Time....(when opponent 

Jealousy Needle “ 

Rising Javelin.444+® 

Shyness Sword Breaker..........444+® 

Sonic Tornado.444+® 

Beast Additional Moves 

Breeze Claw...® 

Lightning Claw.....4+® 

Partina Scratch .4+® 

Mist claw.. 

Hesitation Scratch.... 

Regret Low Scratch. 

Conquest Drop...4+® 

Surprise Clow..4,4+® 

Rising Claw..(while umping] ® 

Somersault Scratch ■ 4 • t+++++++**« «iilumping) 4+® 

Hesitotion Scratch....(while anding from a jump) 4+® 

PI _* f I >1 i V 1 ' 


ipingi 4+® 

whjie landing from a jump) 4+® 
while crouching)® 
while dashing) ® 
when opponent |s down) 4+® 
when opponent |s behind] ® 
when opponent is behind) 4+® 


4+®+® 

cing backward) ®+® 


while crow 
while doshing)' ® 
when opponent is down] 
when opponent is down) 4+® or ® or ® 
when opponent is behind) ® 

^hen opponent is behind) 4+® 

®+® 

Canon Scratcfi...444+® 


Petite Scorpion 
FOX 

Goodnight Baby 
Goodbye Baby.. 
Excellent Scratch 
Splendid Scratch 
Tragedy Fang. 



ow Ring....444+(8 

OX COMBINATION MOVES 
oubte Needle 
fiple Needle 
" edie Finish 









































































































































































Double Snapping Edge. 

Triple Pierce 
Triple Needle Fake. 

Low Spin Finish 

Double Locust.. 

Triple Locust. 

Triple Locust Fake.^+1 

Grave Finish.. .......4+1 

Dancing Somersault Blade.4+( 

Swing Shoulder Reverse.....K+l 

Back Lance in Time.4+1 

Somersault Night Raid.....4+i 

Screw Blade.4+( 

Caprice Blade...4+i 

Spin Lightning Needle..4+1 

Spin Mirage Blade..4+1 

Win Heart Arrow.4, 4+Q, 

Flash Escape.4+®, ® 4+® (may follow w/backflip move) 

Trick Somersault Bid.4+® 

Chicken Back Roll ...4+3 (may enter up to 4 times) 

Black Back Roll...4+3 (may enter up to 4 times] 

Somersault Sword.4+® 

Gorgeous 5pecial....................4+3, 4+3, 4+® 

Gorgeous Back Lance.4+3, *+3/ 4+®, ® 

Hotred Follow Sword...444+®, ® 

Beast Combination Moves 

Gale Clow..® ® 

Gust Claw.® ® ® 

Fox Storm.® ® ® ® 

Fox Storm Special.® ® ® ® 

Needle Resort.,,,.....4+®, ® 

Double Needle Lightning..,® ® ® 

Needle Paradise......® ® ® ® 

Renaissance Mist .„..„..,..,.„....® ^ 4+® 

Trick Shady.,..|^+3 or 4+3 more than 2 times]4+®, ® 

J.P.B 4»4+®, ® 

J.F.K..4+®, ® 

a j F K fit 

FJ.F.K «« a ««•■! + + + »+«« 111 i t+*«••*•• t+«*•••••• » •+Q, 4+®. ® 



unking] 


an 
cr 
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rom a iump) ^+® 


MITSUKO BASIC MOVES 

Mama Chop.® 

Power Punch .. 

Uppercut.4+® 

Knock Down...4+® 

Fierce Hammer.4+® 

Side Bomb Punch.4,4+($ 

Pebble Punch.(while jumping) ® 

Exploding Knuckle Punch..{whjte 

Bone Crusher...(while 

Full Blown Upper.(while 

Mighty Tackle.fwhite dashing)' _ 

Awakening Punch........(when opponent is down) 4+® 

Shrewd Knuckle.(when opponent is behind) ® 

Leg Stop Punch.(when opponent is behind) 4+® 

Face Basher.3 

Knee Crush.4+1 

Off Guard Kick..4+1 

Power Kick..4+1 

Shin Crusher..4+1 

Scissors...4+1 

Mama Drop Kick.4+< 

Fighting Kick.4, 4+3 

Jumping Kick....................(whjie jumping) 3 

Canon Kick (while 

Fake Low Kick..(while 

Shoot Kick ....(while crou< 

Bone Crushing Missile.(while dashing) _ 

Stomper...(when opponent is dovvn] 4+3 

Butt Bomber..(when opponent is behind) 3 

Falling Kick...(when opponent is behind] 4+3 

Headbutt.®+3 

Power Bomb.(opponent crouching) 4+®+3 

Drag to Hell...(when opponent is racing backward) ®+3 

Beat Down. 

Scissors Throw.444+3 

Mama's Slap....444+® 


umpingi4+3. 

ending from a jump) 4+3 

3 



unking 


anding from a jump] 4+® 
crouching]® 
ling) ® 


Ground Breaker.444+3 

Beast Additional Moves 

Head Jab. ® 

Head Thrust... 

Head Crash +*«4*+++»•ta4a«aa<a■f•• . 

Rocket Blast.4+® 

Splitting Head..4+® 

Foot Crush. ^'''x 

Flying Headbutt.,.4+® 

Sudden Death.4, 4+® 

Boar Kick 4444444444*aaaaaa44at44444444444 (while jumping) ® 

Crushing Body Press....(while 

Runaway Landing.(while 

Sliding Dash.(while 

Exploding Boar Head.[while dashing)' 

Final Blow.. 4444++4444444444i'a 44 aaa 44 4 444 (when opponent is down) 4+® 

Flying Trample..[when opponent is down) 4+® or 3 or ® 

Get Away Kick...(when opponent is behind) ® 

Low Shaver. (when opponent is behind) 4+® 

Bone Breaker. ®+3 

Stampede...444+® 

Thrust. ..........444+® 

MITSUKO COMBINATION MOVES 

Firing Chops. 

Side nip Attack.............® ® 3 

Sudden Scissors.® ®, 4+3 

Mama's Judgement.................® ® ® 

Face Basher.. 

Face & Body Basher,..® 3 ® 

Kick to Hell...3 

Hell's Grip. ,.4+®, 4+ 

Fall to Hell.....4+®, 4+ 

Kick to Hell Low. 

Ready to Fight ........................4+®, 4+(i 

From Top to Bottom.if+®/ 

Mama Heel Drop.4+ 

Bonus Low Kick..4+ 

Shin Kick.4+ 

Crying Benkei.4+ 

Ultimate Fighting Kick...4+ 

Beast Combination Moves 

Head Jabs.. 

Spinning Triple. 

Sudden Crush. 

Low Leg Rocket Crush.. 

Low Leg Flying Up Crush. 

Headbutt to Hell. 

Low Leg Rocket.4+®, @ 

Low Leg Fling...if'*'®' ^'*'€ 

L Leg Fling Headbutt Hell.if'*'®' ^'*'®/ 4+® 

Chop Head Jab.® ® ^ 

Chop Head Two Sets.. 

Spinning Head from 2 Sets... 

Low Crush from 2 Sets. 

Rocket Special. 

Hell's Special. 

Mitsuko's Gorgeous Spec.w w 

Ride to Hell...4+®, 4+® 

Exploding Stampede.444+® (10 limes) 

Piercing Tackle.444+®, 4+® 

GADO BASIC MOVES 

Jab...® 

Tomahawk shot...4+® 

Turning elbow.*^'*'® 

Squatting Jab ......4+® 

Shell shot.4+® 

Turning Canon.^'''x 

Drop S'not......4+® 

Streak Fire .. 4 4»*»«+*4«44^ f 4+® 

Jumpjng Knuckle.(while jumping) ® 

Jumping Hammer....(while 

Landing Chorge.(while 

Rising Shot.(while crou 

Absolute Fire..(while dashing) 

Pressure Bomb. ...(when opponent is down) 4+® 

Turning knuckle..........(when opponent is behind) ® 

Square Turning knuckle.(when opponent is behind] 4+® 

Rising Barrel.3 

Needle Launch... 



9,4+® 

4+® 

S, 4+®, ® 
g, 4+®, 4+® 
w 4+®, 4+®, 4+® 


1^' 


umping) ‘►+® 

onatn^ from a jump) f+® 





















































































































































Threat.^4- 

Spread Mine... 

Intense Shot.........»4<.....»........*+ 

Bating Wheel.. 

Aire Canon..#+ 

Knee Drive. 




Kick 


white jumping) ® 
umoing) 


Jumping I 

Missile Rick.......... |wh|ie 

Landino Spin Kick..(while 

Vertical Barrel.......(while crou 

Mine Slider 


iping] 
anainp from a jump) 


Ai• m A A**** 


while dashing) 


chmgljf 
ting) @ 




when opponent is down) f'+® 
when opponent is behind| ® 

^hen opponent is behind] 'f+Q 

li+® 

opponent crouching) #+®+v 
when opponent is racing backward) 


umpingi 

andin^ from a jump) 


Muzzle Hcimmer 
Reverse Kick 
Low Reverse Kick 

Brain Buster. 

Shake Buster. 

Arch Buster. 

Heat Capture.. 

Rage Cutter......... 

Assault Blow... 

Trident Shoot..... 

Beast Additional Moves 

Nail Scratch..® 

Nail Spear... 

Vanishing Scratch..^-i'® 

Nail Sweep......^+® 

Twin Scratch.4+® 

Squattin Turn Scratch.^‘''x 

Somersoult Scratch 

Dynohead.^+® 

Shave Kick...(while jumpmg) ® 

Rolling Shreader.(while 

Londing Scratch.(while 

Grand Mratch.(while crouching] w 

Brutal Raid... (while dashing) ® 

Kill Scratch.....(when opponent ‘ 

Orbital Haraoon...(when opponent 

^ck Drop Kick.(when opponent 

Squat Turn Sweep....(when opponent 

Hell's Fangs. 

Demolition Fong...4li^+® 

Rising Razor... 

GADO COMBINATION MOVES 

Shotgun Combination..@ 

Shotgun Combination Fire.® '^+11 

Sg Combination Drive.® ®/ 

Twin Tomahawk.... 

Tomahawk Buster. 

Tomahawk Drive.^+®/ 

Spinning Strike....^+l! 

Shell Slash.....A+®, A+® 

Site Break...(whil^rouching) ®® 

Trooper Combination. ^ "" 

Rear Edge Combination... 

R Edge combination High 
Command Edge Combo H 
Rear Edge Combo Mid 
Commend Edge Combo M.. 

Rear Edge Combination L... 

Heot Blaster..... 

Heat Blaster Twin. 

Sky Launcher........ 

Sky Launcher Strike.^4- 

Send Launcher. 

Solid Launcher Strike.® 

Grand Louncher. 

Grand Louncher Strike.^+®, #+®, ® 

Heat Capture Middle Kick.4ll^+® (when hit), ® 

Heat Capture Low Kick.4li4+® (when hit), ^4® 

Beast Combination Moves 

Double Scratch.® ® 

Triple Scratch.® ® ® 

Trap Nail....®, ^+® 

Triple Low Scratch...................® ®, 't^+® 

Violent Scratch..^+®, ® 

Blind Scratch. 

Bloody Rage..^+®/ 

Heat Blaster Nail....................®, ^4®f 

Heat Blaster Double Claw.@, ^+®r 

Heat Blaster Needle 

Heat Blast Sky Launcher.®, ^+®, 

H B Sky Launcher Strike.®, ^4®f 

Heat Blast Solid Launcher..@, ^4®, 

H B Solid Launcher Strike s ***♦%* 

Heat Blast Grand Launcher.....®, ^4®, 

H B Grand Launcher Strike ♦+®, 

Heat Bloster Storm.®, ^+®, 

Shotgun Scrotch..® ®, ^4® 

Light Shock............fl4®, 4'+® 

Lightning Scratch..® 

Darkness Scratch.fl4®, ^-f®, ^4-® 


s down) ^4® 
s down) 4-® or ® or ® 
s behind) ® 
s behind] #4-® 
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LONG BASIC MOVES 

Prayer Punch.® 

Setp Prayer Punch. 

Tiger Crouch Punch..^4-i 

Sub Prayer Punch.#4-® 

Heel Strike.A+® 

Side Punch..It4® 

Jumping Punch.^4® 

Elbow thrust..^4® 

..(while 



Falling Twin Punch 
Ground Sweeper., 
Cutting Chop 


umping 
umping 
landing 
[while crou ' 


® 



rom a jump) 4+® 

® 


Lightning Punch.(while dashing] ® 

Ground Breaker.........(when opponent is dovvn] ^+® 

*Cho-shin-chu.(when opponent is behind) ® 

Rolling Destroyer.(when opponent is behind) #4-® 

Kick. 

Spin Kick........'^4-< 

Low Spin Kick ...^4-( 

Back Spin Kick...............^4-1 

Heel Kick.... 

Forward Sweep.............1^41 

Whirlwind Kick........... 4^41 _ 

Ughtning Spin Kick.4,4-I-® 

Flying Needle...(while jumping| ® 

Windy Gate of Destruction ......( while tumping) 



Fallen Lightning.(while landing from a jump) 4+® 

Arrow Kick .i while crouching]^ 

Dragon Kick........(while dashing] ® 

Down Kick...(when opponent is dovvn) 4+® 

Fallen Spin Kick...(when opponent is behind) Q 

Behind Spin Kick............(when opponent is behind) 4+® 

Launching Canon...®4® 

*Fu-ki-shitsu..(opponent crouching) 44'®4-Q 

Back Throw....(when opponent is facing backward) ®4® 

Step of Death.444+® 

Kick to Hell...444+3 

Outer Gate .... 

Shadowless Kick.444+® 

Beast Additional Moves 

Tigerclaw.....® 

\Anld Tiger Kick.4+® 

Low Tiger Kick ........................4+® 

Tiger Stomp ......4+® 

Twin Tigerclaw......4+® 

Heaven's Moon I A A A®®4 A A A A A A A A-A#>l ..4+® 

In the Air Kick., 

Tiger Tackle.4,4+® 

jillr I * I f I *1 ! 


Climbing Beast Kick 

In the Air Attack.... 

Ground Sweep Claws 
Dragon's Launch 






while 

while 

while 


A A A A A A A AA A A A A A A ^#1 


umping 
umping 
ending 
cro 



® 

4+® 

rom a jump) 4+® 


Trembling Bamboo Claws. 
Under Tiqer's Foot.. 






agi 

Wild Beast Shot .(while dashing] ® 

Tiger's Feast 44•«»444444*••••a+444••••••» (when opponent is down) ^4® 

Black Tiger Kick a*444a ****** *44* I .when opponent is dovvn) 4+® or ® or ® 

Iron Mountain......(when opponent is behind) ® 

[when opponent is behind) 44® 

®+® 

ipin...444+® 

Death Stomp ' A A A • ^ 3 A^A-A A A A A A A A A«#A A A 4IE4+® 

LONG COMBINATION MOVES 

Prayer Punch Combo 
Punch Kick Combo.... 

Whipping Combo.® ® ® (may be followed with 6 Level Combo 

moves) 

6 Level Combo Moves 

*May start 6 Level Combo Moves from any level. 

^Proceeds forward in a single direction. Same move may not be used. 

*May end with 6 Level Conibo End move from any level. 

Open Punch...® (leads to 4+3 or 4+ 3) 

Right Side Kick..3 leads to 4+® or 4+® 

Destructive Fist......4+® (leads to 3 or 4+i 

Sun Moon Grip ••f•*44444444***444444* 4+® [leads to 3 or 4+i 

Side Middle Kick .....................4+3 (leads to ® or 4+® 

Sword Kick.......(leads to ® or 4+® 

Prayer Punch Spin Kick.® 3,4+3 (may be followed w/6 Level Combo 

End move) 

6 Level Combo End 

•The ® 3,^4® move moy use the 44® and the 4+® move. 

Turning Leg Combo 14 « a * * 4 444444 * * * * 4+3 

Half Moon Blade........4, 4+l 

Forward Sweep Illusion ..........4, 4+i 

Combo Back Canon Move .,,...,4, 4+® 

Combo Forward Canon....4,4+1 


to 6 Level Combo Move 4+® 
to 6 level Combo Move 4+i 


Destructive Fist Whip Com..., 

Leg Whip Combo **4*444444*****4i _ , — , 

High Kick Sun Moon Grip.3, ^4® [to 6 Level Combo Move 4+®) 

Axe Leg Combo..3, '^43 (to 6 Level Combo Move ® or 4+®) 

Upper Step Open Combo.4+®, ® (to 6 Level Combo Move ®] 
































































































































































Upper Step Leg Combo..■^+®, ® (to 6 Level Combo Move or f+®] 

Beast Combination Moves 

Claw Cross...® ® 

Cross of Destruction.® ® ® 

Cross Enlightenment ♦+® 

Tiger Clow Spin Leg ...®, 'f-f® 

Twin Tiger Cross...® ®, #'+® 

Heaven Mountain Combo.® 

Claw Prayer Punch...® ® [moy be followed with 6 Level Combo Moves) 

Tiger Sun Moon Grip.. 

Tiger Axe Blade..4’+ 

Twin Diamond Leg 
Twin D Shadowless Leg.. 






, ® ® ®, f «^+® 

‘ +® * 

® ®, ♦+® 

|[^*®) x6 times max.^ (dght spin) 
1^+®) x6 times max. 4^+® (right spin) 
j4+®) x6 times max.] (right spin) 
(4+®) x6 times max.] 4+® (right spin) 


Twin D Shadowless Leg..444+®, ®, 444+® 

Diamond Leg Combo.444+®, 

D Shadowless Leg Combo.444+®, 

Twin Diamond Leg (3).444+®, 

Twin D Shadowless Leg (3).444+®, ® ® ®, 444+® 

Twin D Sun Moon Grip.444+®, ~ ^ 

D Sun Moon Grip Combo.444+®, 

Diamond Combo (Yang).444+® [(4+®) x6 times max.] 4 h 

Diamond Combo (Eorth).444+® |[4+®) x6 times max. 4' 

Djamond Combo (Yin).444+® (4+®) x6 times max.] 4^ 

Diamond Combo (Heaven).444+® [(4+®) x6 times max.] 4. 

Beast 6 Level Combo End. 

6 Level Fist..® 

Circle Cloud...................® ® 

6 Level Shock Canon.®, 4+® 

6 Level Tiger........,.............®, 4+® 

BAKURYU BASIC MOVES 

Dagger.........,.® 

Sword Side Slash.4+® 

Sword Vertical Slash. 

Senpa (Palm Punch).4+® 

Streaming Shadow Sword.H+W 

Kusunagi Sword.4+® 

...............................................4+(^p 

Twin Destructive Force.4,4+® 

Flying Dagger. (white umping) ® 

Flying Dragon.(while umping) 4+® 

Ground Crushing Punch.(while anding from a jump] 4+® 

Spin Shot..(whilecrouching)® 

...(while dashing) ® 

Merciless.(when opponent is down) 4+® 

Eye Smash.(when opponent js behind] ® 

Swinging Dagger...(when opponent is behind] 4+® 

Flowing Fang Kick.® 

Half Moon Drop.4+® 

Shadow Sword Kick...4+® 

Low Sting Kick. 

Shin Kick..4+® 

Shadow Clearing.4+® 

Sun Circle Kick....4+® 

Wind Cutting Kick..............4, 4+® 

Skv Cuttina Kick .....................(whi e iumoinal ® 


Sky Cutting Kick .....................(while jumping] ® 

Flying Dragon Bullet.....(while umping 4+® 

Ground Crushing Kick........(while landing from o jump] 4+® 

Dragon Bomb Canon.(while crouching)^® 

Soaring Kick.(while dashing] ® 

Chaser Kick.(when opponent is down] 4+® 

Swift Back Kick.(when opponent is behind] ® 

Foot Rest...(when opponent is behind] 4+® 

Swing of Destruction.®+® 

Thrust...(in the air near opponent)^4+®+® 

Back Flip. (opponent crouching) 4+®+® 

Back Thrust..(when opponent is facing backward] ®+® 

Lightning Thrust.. 

Smoke Bomb.,,444+® 

Smoke Spin Kick.444+® 

Beast Additional Moves 

Poisonous Clow.® 

Poisonous Stab.4+® 

Shadow Cutting Strike ..,.„„„.,4+® 

Low Poisonous Claw. 

Earth Shatter,,..4+® 

Fling Up... 

Sudden Poisonous Blow..4+® 

Twin Poisonous Blow ..4, 4+® 

Sky Blade Kick.....(while jumping) ® 

In the Air Flip Kick.(while jumping) 4+® 


In Air Poisonous Scratch.(while landing from a jump] 4+® 

Ankle Drop.(while crouching)® 

Twin Poisonous Dro Wrap.(while dashing] ® 


$ ®, 4+® 


I ® 

, 4+®, 4+® 

® * 

, 4+® 

4+® 

4+@ 

4+®,® 

i, 4+® 

I' ♦+# 

I. 4+®. ® ‘ 


I, 4+® 



Bone Basher................(when opponent is down) 4+® 

Floating Kick.(when opponent is down) 4+® or ® or ® 

Stomal Slash......(when opponent is behind) ® 

Out of Shadow.....(when opponent is behind) 4+® j 

Ultimate Dragon Wrap.(when next to on opponent) ®+® 

Ultimote Head Strike.444+® 

Slop to the Heavens.......444+® 

BAKURYU COMBINATION MOVES 

Double Dagger.. 

Triple Dagger..... 

Triple Dagger Spin Slice.. 

Spin Stream Shadow Swrd. 

Fang Combo. 

Fang C Falling Ham Kick.. 

F C F Ham Tornado Strike.. 

F C F Ham Half Moon Drop. 

F C F H H M Shd Swrd Kck. 

F C F H Circle Moon Kick .. 

Speed Sword Combo Kick. 

Falling Sword Combo Kick. 

Shaver Sword Combo Kick. 

Circle Moon Swd Com Kck. 

Spinning Sword Combo.. 

Spin Back Leg Swd Com «#+4i«+++ 

Floating Flip Swrd Combo. 

Spinning Swd Triple Com........ 

S Back Leg Swd Triple Com..... 

Floating Snadow.4+ 

Floating S Circle Ring Kick.4+ 

F F Falling H Kick.® 

F F F H Tornado.® 

F F F H Half Moon Drop.® 

F F F H Moon Sho SwcTKck ® 

F F F H Moon Shadow Flip.® 

F F F Ham Circle Moon Kck.® 

Moon Shadow Sword Kick.4+ 

Moon Shadow Flip........4+ 

Flying Speed Kick.4+ 

Speed Avalanche Kick.4+ 

Speed Shaver Kick.4+ 

Speed Cutting Kick.4+ 

*Gale Kick Level 2.4,4+®, ® 

*Gale Crescent Moon Drop.4,4+®, ® ® 

*Gale Thunder Drag Blow.4,4+®, ® ®, 4+® 

*Gale Lightning Fall.4, 4+®, ® ®, 4+®, ® 

*Gale Spinning Com Kick.4, 4+®, ®, 444+® 

Beast Combination Moves 

Clow Combo...® ® 

Poisonous Claw Shadow.® ® ® 

Claw Spin Kick Combo.®, 4+® 

Falling Canon Claw Combo.®®, / 

Claw Hit Combo.......®®, 4+® 

Flying Claw Kick Combo..®®, 4+®, ® 

Avolanche Kick Clow Com..®®, 4+®, ®® ^ 

Shaver Kick Clow Combo.®®, 4+®, 4+® 

Slash Kick Claw Combo...®®, 4+®, 4+® ^ 

Thrush Combo.4+® 

Poisonous Thrust Triple.$ § 

P Claw Thrust Quadruple.x x ^ 

P Claw Bomb Combo.® x ® ® 

Pojsonous Thrust Spin Kick .....4+S, 4+® 

Poison.^'''X' $ 

P Falljng Hammer Kick.^^x' x $ 

P Falling Hammer Tornado. ^'*'®a ® x ® 

P Falling H Half Moon Drp.4+®, ® ®, 4+® 

P F H Moon Shad Swd Kck.4+®, ® ®, 4+®, 4+® 

P F H Moon Shodow Flip.4+®, ® ®, 4+®, 4+®, 4+® 

P F H Circle Moon Kick.X 4+® 

Poison Foiling Canon.4+®, ®, 4+® 





4+@ 


g,4+( 
3, 4+f 

444+1 


® 

® ® 
4+® 
5, 4+® 
9, 4+® 
9, 4+0 

h ♦+§ 

9, 4+0 
9, 4+0 


li® 




I® 


^® 
S, 4+ 

3, 4+ 

5,4+ 

3,4+ 

4+® 


I, 4+® 


Bone Slash...(when opponent is down] 4+®, ® ® ® ® 

ALICE BASIC MOVES 

Jab.® 

Through Punch.4+® 

Sway Knuckle.4+® 

Squat Job. 

Body Hook ..........4+® 











































































































































EXAMINE 


Low Sway Knuckle.. 

Robbit Hammer.. 

Slide Punch.. 

Jumpjrtg Punch.. 

Jumping Hammer.. 

Landing Knuckle.. 

Hopping Hammer 

Raboit Tackle.... 

Hammer Drop.... 

Turn Straight.,.,,..,....,,... 

Squat Turn Straight.. 

Side High Kick.. 

Arc Drop.. 

Heel Cutter.. 

Squat Side Kick.. 

Step Toe Kick... 

Reverse Foot Kick. 

Jumping Toe Kick. 

Rabbit Kneebuit.. 

Jumping Kick... 

Missile Kick.. 

Landing Spin Kick.. 

Lunar Kick. 

Rabbit Slider. 

Leg Shake. 

Turn Kick.. 

Squat Turn Kick.. 

Reverse Frankenstiener 
Jack Knife Heel Edge... 
Air Raid 

Alice Pressure. 

Rabbit Spiral.... 

Scoipion Kick. 

Guard Elbow Attack 

Somersault Kick. 

Beast Additional Moves 

Beast Punch. 

Step Kick.. 

Rabbit Kick. 

Squat Beast Punch. 

Blast Leg Kick. 


Middle Rabbit Combo. 

Low Rabbit Rush. 

Low Rabbit Rush Hook..... 

Low Rabbit Rush Kick. 

Low Rabbit Rush Slider. 

Low Rabbit Rush Somer.... 

Upper Rabbit Rush..... 

Upper Rabbit Rush Second 
Upper Rabbit Middle Rush 
Upper Rabbit Low Rush 
Upper Rabbit Rush Low.... 
Upper Rabbit Rush High ... 
Upper Rabbit Rush Middle 
Body Hook Rabbit Rush.... 
B H Rabbit Middle Rush.... 

B H Rabbit Low Rush. 

B H Robbit Rush Low. 

B H Rabbit Rush High. 

B H Robbit Rush Middle.... 

Slide Combo... 

Grand Slide Combo.. 

Triple Somersault. 

B H Rabbit Middle Rush .... 




R-*-® 

4+® 

t+® 

44 -® 

(while jumping) ® 

(while umping) 44-® 

(while lanaing from a jump) f-i-® 

(while crouching)® 

(while dashing) ® 

(when opponent is down) 4+® 

(when opponent is down) 44-® or ® or ® 
(when opponent is behind) ® 

(when opponent is behind) 4+® 


Kick. 

Needle Rick 

Hide Shot Kick. 

Rising Toe Kick. 

Air Cutter. 

Star Dust Kick. 

Rabbit Splash. 

Hopping Kick.. 

Dash Somersault Kick 

Jack Knife Drop.. 

Hip Drop.............. 

Back Drop Kick.. 

Squat Turn Hammer... 

Rabbit Slop. 

Rabbit Flip.4R04® 

Switch Moonsault.4R0+® 

ALICE COMBINATION MOVES 

One Two Rush.. 

Triple Rush.. 

Upper Rush. 

Thrust Rush.. 

Somersault Rush. 

Blitz Combo.... 

Blitz Combo 2. 

Blitz Combo Middle..... 

Blitz Combo High 
Blitz Combo Low 

Through Punch Upper. 

Sway Punch Combo. 

Sway Kick Combo 

Squat Combo...... 

Squat Blitz Combo Middle 

Squat Blitz Combo.. 

Middle Rush. 

Low Sway Combo........ 

Turn One Two.................. 

Heel Edge Combo. 

Heel Edge Combo Middle. 

Heel Edge Combo High.... 

Heel Edge Combo Low..... 

Arc Drop Combo.............. 

Arc Drop Combo Low. 

Arc Drop Combo Rush...... 

Low Middle Kick Combo.. 

Squat Kick Combo...44-®, 44-® 

Lunar Combo.(while crouchii 

Double Somersault.4it44'®, 4-4® 

Beast Combination Moves 
Rabbit Rush .....,....,..,...„.........® ® 

Rabbit Middle Rush.® ® ® 

Rabbit Low Rush...® ®, 44-® 

Low Rabbit Combo...® ® ®, 44-® 

High Rabbit Combo.® ® ®, 4+® 


♦4.®, 44.® 

4+®, i) 

44-®,® 

4+®, 44 .® 

4 - 4 ®, 44.®, ® 

44-®, 4+®, 4+® 

A-i-®, ® 

R+®, 4+® 

(^rn back to opponent) ®® 










































































































rife- 




KASUMI MOVE LIST 

Shadow Sword... 

Silver Flamingo. 

Float Sword..4® 

Air'5 Kick Combo.@©0® 

Round Sword.40 

Ground Tornado Combo .0004® 

Illusion Sword...11110 

Pick'Up-Cherry .(Enemy in crouch} H® 

Double Tornado Combo...00®® 

Deep Mist .......1100 

Thorny Path...[In Flaming Candle] 4® 

Moon Flash Combo ..0011® 

Broken Wings.(to enemy's back) ®+® 

Wind Fang.40® 

Lightening Spin Combo.00404® 

Rising Cutter...4® 

Moon Darkness..(Kosumi's back to enemy} 

Flying Swallow...44®+® 

Lightening Dirk Combo ..0040®® 

Heoven's Arrow......9® 

Falling Swallow...(In Flying Swallow) 4® 

Ground Tornado ...4®+® 

Moonsault Kick.4® 

Hawk's Phantom .......,„.......,..4|14®+® 

Windmill Kick .4®+® 

Double Tornado...®+® . ®+® 

Ground Lance.444® 

Kasumi Cyclone..®+0+® 

Shadow Swallow .....(enemy in crouch) 4®+0 

Whirlwind.®+® 


Air's Kick 


Shadow Swallow ..(enemy in crouch) 4®+0 

Rising Swallow ......................440+® ^^00 

Earth's Kick.®4® 

Rainbow Throw.®+0 

Roundabout........4440 

Go To Heaven.....40 g |e u 

Dash Tornado .44® 

Heaven's Kick.®® 4^ 

Angel Wheel...40 

Misty Moon.440+® 

Give-You'Cherry...4® 

Flaming Candle.44® 

Spinning Fall.444® 

Cherry's Dream..OR ^ 

JANN LEE MOVES LIST 

Dragon Blow..... 







o 


Sonic Uppercut.0400 

Dragon Knuckle. 440 

Combo Low Spin Kick .@404® 

Sekkan-chop .........,.,„.,..........40 

Body Uppercut..400 

Upper Knuckle..40 

Body Low Spin Kick.404® 

Rear High Kick.4® 

Flash Spin Kick ..440® 

High Shin-Knee Kick .4® 

Flash Low Spin Kick...4404® 

Drogon Kick.444® (unoble to guard when standing) 

Flash Turn Knuckle.440 

Dragon Rush...000® 

Blind Knuckle...(Jann's back to opponent) 40 

Dragon Canon.00040 

Blind Elbow.(Jann's back to opponent) 0+® 

Sonic Spin Kick ..040® 

High Spin Kick .®® 

Sonic Low Spin Kick..0404® 

Double Hook Kick.4®® 

Double Upper Kick.4®® 

Bulldogging head lock.[In head lock) 44® 

Snap Spin Kick.4®4® 

Middle Spin Kick.4®4® 

Rear Counter Knuckle ..(to enemy's back) 4® 

Dragon Elbow.0+® 

Thrust Middle Spin Kick.4®4® 

Shin-Knee Kick..®+® 

Thrust Low Spin Kick.4®4® 

Low Spin Kick .4®+® 

Hell Drive.®+0 

Fireman's Carry....4440 

Side Buster..4®+0+® 

Hell Crosh .(to enemy's back] ®+0 

Counter Knuckle.4® 

Front Face Lock .44® 

Low Front Face Lock ..(enemy in crouch) 4® 

Sekkan Punch ..(to enemy's back) 44® 

Head Lock.444® 

Low Sekkan Punch ..[enemy in crouch, from behind) 4® 

Enter the Dragon..(enemy down) 4®+0+® 

Shout..444®+0+® OR 444®+0+® 

H LEE FANG MOVES LIST 

^^Fshotei .40 

Double Fist...........(blackD)40 

Upper Elbow ....40 

Double Smash Kick...®® 

Palm Attack..40 

Front Screw Kick ..®4® 

































































































Lei's Attack .. 

t44444** 

Rolling Sobat. 

1*444***^^^ 

Upper Palm Smash.. 

.ft®® 

Low Joint Kick.... 

.ft® 

Back Fist ..... 

..ft® 

Swirling Face Kick.. 

.ft® 

Back Fist Punch ... 

..ft®® 

Chiki Screw Back Kick ..... 

.ft®® 

Palm Spring Kick..4®® 

Triple Screw Kick .. 

.ft®®ft® 

Double Hands.... 

. 

Double Jump Kick ....ll(S)® 

Knuckle Part..... 

.ftft® 

Split Kick.... 

.ftft® 

Shoulder Bash.. 

..44® 

Fair Lady Attack ..®®^ 

Phoenix Combo.... 

.®®ft®® 

Defending Palm. 

.®ft®® 

Taiqi Combo. 

.®®ft®® 

Knee Attack.... 


Palm Split Kick.... 

.®®ft® 

Palm Splash..,,.... 


Palm and Fist. 

.®ft® 

Arm Bar Throw.. 

.ftftft® 

Chest Hold Bash... 

........®+® 

Atomic Punch.44® 

Reverse Parallel Chop .... 

.. ♦®+©+® 

Lotus Throw . 

.(to enemy's back) ®*® 

Sannei... 


Knee Grab Attack. 

.(Enemy in crouch) ft® 

Front Kick Bomb .. 

.ftft® 

Jaw Crusher ......(to enemy's back) ^ 

Stomach Hold Punch. 

.ftftft® 

Shoulder Thrust.. 

.(to enemy's back) ftft® 

Back Spine Elbow .......... 

....(During Stomach Hold Punch) ftftftft®*® 

Reverse Karate Chop.. 

........(Enemy in crouch, from behind) ft® 

Neck Lariat ... 


Taunt. 

.ftftft®*®*® OR ftftft®*®*® 

DAYMAN MOVES LIST 

Spinning Back Knuckle .. 

.ft® 

Leg Spike... 

.ft® 

Smosh.. 

® 

P4******^ 

Sliding kick.. 

........ft®*® 

Palm Arrow... . 

.ft® 

Reverse Double Hammer 

..ftft®® 

Smash Hook . 

.ft® 

Storm Hook .. 

.®®® 

Shoulder Tackle . .. 

..ftft® 

Storm Bock Knuckle... . ....,®®ft® 

Knee Lift ... 

1*44444^^® 

Storm Sabot . 

.®®® 

Heel Hammer .. 

*44444*^^^ 

Rush Sabot .. 

.®ft®® 

Javelin Kick .. 

A/ft 

*44*444 ■ 

Crash Leg Spike. .. 

.ft®® ft® 

Drop Kick .... 

_ II® 

Trap Heel Hammer . 

.......®® 

Thrust Kick,, .. 

.......{while standing up] ® 

Trap Reverse Hammer .... 

.......®®® 

Rolling Sobat . 

.®*® 

Heod But .. 

.......®+® 
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Giant Uppercut... 

Belly to Belly *444*4 4 4 • • 4 4*4444 ^ 

Neck Hanging Tree. 

Ghost Buster...(enemy in crouch) et£i+t^' 

Quebradora Congiro.. 

Flying Arm Bar ...(To enemy's back) ®+® 

Victor Cross Hold 44«t*4444*444*444444 

Swing Hold .. 

Choke Slam.. 

Jumping Elbow Crush .eil4® 

Standing Arm Lock 44444 444**4 44444^ 

Side Arm Lock.(enemy in crouch) 

Standing Neck Lock *4444444444*4444 (In Standing Arm Lock) 

Arm Bar 444444444444444**44444444**4444444 (In side arm lock) 

DDT.(In Standing Neck Lock) 

Sleeper Hold.(To enemy's back) 

Leg Trip .... 

Swing Neck Hold.(In Sleeper hold) 

Achilles Hold. .(In Leg Trip) 

Catching Cross Hold...(against enemy's mid kick) 

Half Boston Crab....(during Achilles Hold) 

Posing....OR 

TINA MOVES LIST 

Double Hammer... " 

Double Uppercut if 

Low Spin Knuckle.1^® 

Vertical Chop Hammer. 

Knuckle Arrow....H® 

Jumping Hip Attack...®4®*® 

Elbow Smash.. .4® 

Machine Gun Kick ....®®® 

Shoulder Tackle 4444444*f***********4* 4ii*® 

Machine Gun Rush...®®® 

Lariot,......^4® 

Ultimate Combo...4®®® 

Neck Cut Kick. #® 

Spin Knuckle Combo.^®ie® 

Kenka Kick *444 *<44 * 4*44 * 4•* * 4 * 44444«4 * 44® 

Knee Hammer144444444**4444444444** 4®^ 

Rolling Sobat 4 4 4 4 4 4 4 4 444 4 **« 4 4 4 4444* 4 4 4^® 

Combo Rolling Sobat 44444444*4444* 4®® 

Low Spin Kick 44444***444444*4*44444*4 f®+® 

Double Low Kick 44**44444444444*4444 4® ® 

Death Valley Bomb......®*® 

Body Slam *4*4444*«4444*44444 * 4444444444 ®*®4® 

Fisherman's Buster 44444444****444444 ^l»#114® 

Frankensteiner........ ^4i4®+® 

Knee Bomber......(Enemy in crouch) ft® 

JOS. (In Surf Board Stretch] 4#®+® 

J O Cyclone.f^*® 

Bass Bomb.(enemy in crouch) 4®*® 

Flying Major .^114®+® 

JOB .. (enemy in crouch) ft®*®*® 

Surf Board Stretch.(In Flying Major) ^4®+® 

German Suplex.(To enemy's back) ®*® 

German Suplex Whip ......(To enemy's back) ®*®*® 

JOS.....(In Hammer Throw) ^#®*® 

Giant Swing.......(During Tackle) 414411*® 

Reverse Wing Lock . ft4® 



a 














































































































Hammer Throw.^ 

Full Nelson.(To enemy's back) 

Dragon $uplex,„„.,.,.,.,.,„.,„„.(in Full Nelson) 

Tackle. 

Dragon Screw............(against enemy's mid kick) 

Rolling Forward .....'f©+® 

Guts Pose ..OR 

RYU HAYABUSA MOVES LIST 

shadow Blade... ..K© 

Short Slide Kick.'1^®+® 

Izuna Drop.(during Dive Bomber] 4ll4^eil4®+® 

Wind Blade..©-t-® 

Reverse DDT ...(to enemy's back] ®-^®+® 

Rapid Blade.©©^ 

Dive Bomber.(during Skyward Shot) 'f 

Shower Bows ...©©^4© 

Double Spin Blade...it© ® 

Triple Impact.©©® . 

Palm Straight.^e© ^ 

Neck Breaker .(enemy in crouch] 'f ®+© 

Sonic Bomb.^©^ 

Upper Knee.4® 

Captured ..(against mid kick] #it4® 

Bullet Kick...4#® 

Ground Cutter. .tit® 

Ura • Nage ..............(to enemy's back) ®+© 

Ground Stake .tit® ® 

Rainbow Kick .t® 

Rising Dragon Kick . #® 

Skyward Shot.....'^t#tl4®-i-©+® 

Cross Arm Suplex ..,......„.,.....®+© 

Demon Buster.44^©+® 

Northern Lights Suplex......'^'f©+® ^ 

Falcon Wing............................'f te© jQ 

Swing DDT.....f te©+® Q 

Moon Sault Kick.t® 

Trick Heel..^^® 

Upper Spin Kick.,....„„..,..,..®+® 

Rising Axe...t® 

Slash Kick ....'^® 

Low Spin Blade.t© 

Shadow Hunting. , 

Mirage.tt® 

Thunder Bolt.(to enemy's back) ♦O® / M:; 

Shooting Star..♦to® , M;- 

Demon Strike.(enemy tn crouch) t® 

Vision .(enemy in crouch) t® 

Rising Palm.4© ^ ' 

Evil Hurting .(to enemy's back) 

Hand Stand..tl©-»-® 

Fake Rainbow .«© 

Taunt.444®>©+® OR 


ZACH MOVES LIST 

Down Elbow.4© 

Spinning Kick..... ®hi-® 

Hell Needle.....4© 

Half Spin High Kick.....4® 

Upper Elbow.44© 

Half Spin Rolling Elbow.4®© 

Sway Blow...t© 

Half Spin Heel Kick .. 4 ®® 

Devil's Upper Cut.tli© 

Double Kick. (S)® 

Rolling Elbow.4li4© 

Gatling Knee...4®® 

Double Impact.4t4©© 

Double Low Spin Kick .t® ® 

Double Elbow .......4©© 

Volcanic Elbow.©©© 

Rising Heel Kick.,...4® 

Volcanic Mid- Kick .©©® 

Rising Knee .44® 

Dancing Rush. ©©(S)® 

Heel Kick.4*4® 

Volcanic Knee.©©4® 

Devil's Rush.©©4©© 

Twister Uppercut .4114®.*-©+® 

Genocide Rush.©©4©® 

Flying Knee Kick.44©+® 

Low Spin Rush.©©4® ® 

Turn Rolling Elbow ....(lack's back to enemy) 4© 

Inferno Rush.4©®®® 

Turn Heel Kick.(Zack's back to enemy) 4® 

Heaven Smash.. .*© © © 

Wild Throw „.®+© 

Knee Storm ..44©+® 

: Hunting .........(To enemy's back] $>■»■© 

Fang.ti ©+® 

Knee Strike. 4 ® 

Forward Trap..44® 

Hook Elbow...(To enemy's back] 4® 

Backward Trap.44® 

Head Crash.(To enemy's back] 44® 

Lift Nape.(Enemy in crouch) 4® 

Burst Elbow .(To crouching enemy's back) 4® 

Fake Rolling.....444®i 

Wave...444®+©+® OR 444®+©+® 

GEN FU MOVES 

Qi-Gong Palm..44© 

Phoenix Punch ....4©© 

Sweeping Chop. © 

Qi-Gong Kick .4® 

Short Palm Jab .4© 

Cat Smosh...4® 





































































































Blade Kick... 

....A® 

Tiger Claw. 

....AA® 

Flying Reverse Kick. 

....4® 

Falcon Hammer.. 


Gen Fu Special Kick. 

....♦®t® 

Bull Korn. 

....AO© 

Snake Attack. 

....A®® 

Falcon HomniBr SDecial 


Rooster Knee. 

.... ® 

Gen Fu Special. 

....0®0® . ®+® 

Jumping Blade Kick. 

.... ®® 

Silent Kloing .. 

,„.A®® 

Iron Toe. 

....A® 

Kiaing Combo. 

....©©♦® 

Iron BullHorn. 

...,A® . AO® 

God's Step. 

,....00®® 

Rooster Special. 

....♦®+® . 0^® 

Tiger Head Bat. 

....®<f-® 

Rabbit Kick. 

....®-»-® 

God's Hand Push. 

....0®+® 

God's Sweep.. 

,....■1®+® 

Double Bomber. 

....•f®+® 

Wind Blast.... 

.....®+®-»-® 

Spine Attock. 

.®+® 

God's Hand ... 

,....♦0®+®+® 

Stomach Shock... 

.....o®+® 

Tiger Tati... 

....(To enemy's back] ®4® 

King's Punch. 

....♦♦A® 

Palm Attack.*. 

.....0® 

Peacock Sweep ... 

.....00® 

Monkey Hands. 

.(Enemy in crouch) A® 

Monkey Hold.. 

......AO® 

Shoulder Tackle. 

.....(Against mid kick) OAO® 

Monkey...... 

.....(During Monkey Hold) ♦AO® 

Gen Fu Shield . 

.00® 

Side Turn... 


Taunt.. 

.000®+®+® OR 000®+©+® 
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AYANE MOVE LIST 


Gale Knife. 

Gale Edge. 

Air Drill.. 

Ayane Cyclone. 

Spiral Axe Dance.(When enemy is behind] 

Ground Arrow.^®+(§) 

Butterfly Dream...'Sll4(5l+® 

Snow Slide...#4^ 

Dropping Icicle....(In snow slide) 

Wind Circle .(Against enemy's mid kick) 



BASS ARMSTRONG MOVE LIST 

Combo Rising Elbow0®® 

Combo High Kick 
Combo Kick Rush 
Hell-Stab ..0+® 
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We know what your think±Q’ “What 
the heck is this?” Well, we’d say 
the same thing if we were you. 
What we have here is a, humm, well 
truthfully your guess is as good as 
ours. Egg is a turn based strategy 
game where you get to choose from 
a variety of shelled heroes as the 
main characters. Once you’ve selectr 
ed your egg, you roll around the 
screen, which in turn leaves a trail 
of populated land behind you. If you 
can connect a loop of land, it fills 
in, and your city grows bigger. This 
gives you new magics and destruc¬ 
tive egg roll moves Cno pun intend¬ 
ed) such as Tsunami or Earthquake. 
There are other egg opponents on 
the map which will try to disrupt 
your lines and destroy your city. 
The object of the game is to either 
crack your egg adversary by rolling 
into it, or occupy a set percentage 
of the map. You can either play 
in campai^ mode, where the egg 
AI (who knew eggs would ever need 
AI) advances, as do the maps and 
number of opponents, or versus 
mode where, with up to four play¬ 
ers on one map, it could turn into 
a virtual omelette in no time. If 
youp into extra original/weird titles, 
than egg is just up your alley. Your 
only chance of finding this “baby” 
is at your local import store, ’cuz I 
doubt any US publisher would take 
a chance at getting laughed at by 
their peers with this title. 
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Now we’re talkin’! Who can say they’ve 
never thought about wanting to change into 
a super stealth ninja, sneaking up on their 
enemies, slicing throats from behind Oh 
maybe those are just some sick twisted 
thoughts but, anyhow, if you don’t mind 
a little excessive blood and controversy, 
then Tenchu is definitely one to watch for. 
You get to choose from either a male or 
female character, which both have their 
own weapons, attacks and special-sneaky- 
ninja-one-hit-death moves. One example: 
You can grapple onto the roof of a house 
and wait for your unsuspecting victim to 
walk underneath you, when he passes by 
you can drop down and creep up behind 
him and run him through with your blade 
— after which he spews out about as much 
blood as you could ever ask for. We’ve never 
played a game were the whole idea is to 
wait in the shadows for victims to pass by 
or turn around. You gotta love creeping 
around the roof tops and villages looking 
for the next kill. We wish it hadn’t taken 
this long for someone to finally make a 
game like this, because Tenchu is fully ergoy- 
able. We did seem to beat the game with 
the male character at our first sitting, (not 
saying it was easy but we did get through 
it), so we hope there is a little more to 
the game then what we found. Hopefully, 
when the game comes to the US, they will 
add certain elements which the game is 
lacking. But, even if they don’t, it’s good to 
see developers trying something new and 
exciting. We’ll have more coverage on 
Tenchu in the months to follow. 
























































































































The V^Boreme Historical Ranking Chart 


'EXCAVATE Is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 


Resident Evil 2 

March 1998 

99% 

Gex: Enter the Gecko 

March 1998 

99% 

Crash Bandicoot 2 

December 1997 

99% 

Tomb Raider 2 

December 1997 

98% 

Resident Evil: Director’s Cut 

November 1997 

98% 

Moto Racer 

December 1997 

98% 

One 

_ February 1998 _ 

98% 



■;fivaii.un 

Reboot 

April 1998 

96%^ 

NBA Live 98 

December 1997 

96% 

NCAA Gamebreaker 98 

January 1998 

96% 

Critical Depth 

January 1998 

96% 

NHL Face-Off 98 

November 1997 

95% 

MDK 

December 1997 

94% 

Colony Wars 

December 1997 

94% 

Jet Moto 2 

December 1997 

94% 

FIFA 98 

February 1998 

94% 

NBA Shootout 98 

April 1998 

94% 

Bloody Roar 

March 1998 

93% 

street Fighter EX+ct 

November 1997 * 

93% 

G-Police 

November 1997 

93% 

Fighting Force 

December 1997 

92% 

Armored Core 

December 1997 

92% 

Steel Reign 

November 1997 

92% 

Nightmare Creatures 

December 1997 

92% 

Hot Shots Golf 

April 1998 

92% 

NHL Breakaway 98 

November 1997 

91% 

Castlevania: Symphony of the Night 

November 1997 

90% 

Pandemonium 2 

November 1997 

90% 

Ft Championship Edition 

December 1997 

90% 

Test Drive 4 

December 1997 

907o 

Broken Sword 

February 1998 

90% 

Alundra 

February 1998 

90% 

Command & Conquer: Red Alert 

February 1998 

90% 

j mmmm ^ 
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Final Fantasy Tactics | 

January 1998 I 

89% 


Rampage World Tour 

December 1997 

86% 

Maximum Force 

November 1997 

86% 

Marvel Super Heroes 

November 1997 

86% 

Nagano Winter Olympics '98 

February 1998 

i 86% 

Skull Monkeys 

March 1998 

85% 

NHL 98 

November 1997 

85% 

Ghost in the Shell 

November 1997 

85% 

PGA Tour 98 

November 1997 

85% 

Nascar 98 

November 1997 

85% 

Monopoly 

February 1998 

85% 

VS. 

December 1997 

84% 

Klonoa 

March 1998 

84% 

Intelligent Qube 

January 1998 

83% 

The Lost World 

November 1997 

83% 

NBA in the Zone '98 

February 1998 

83% 

Monster Rancher 

January 1998 

82% 

Frogger 

January 1998 

82% 

Masters of Teras Kasl 

January 1998 

82% 

Cool Boarders 2 

December 1997 

82% 

Mass Destruction 

December 1997 

82% 

Newman/Haas Racing 

March 1998 

81% 

Bottom of the 9th 97 

November 1997 

81% 

VR Powerboat Racing 

April 1998 

81% 

Duke Nukem: Total Meltdown 

February 1998 

80% 

Tecmo Stackers 

November 1997 

80% 

Abe’s Oddysee 

November 1997 

80% 

Point Biank 

January 1998 

80% 

BRONZE GAMES 

ISSUE ] 

BATING 

Micro Machines V3 

February 1998 

79% 

Mega Man X4 

November 1997 

, 78% 

Jimmy Johnson Football 

November 1997 

77% 

Tennis Arena 

December 1997 

77% 

Riven: The sequel to Myst 

March 1998 

75% 

Ray Tracers 

March 1998 

75% 


88 % 


87% 


87% 


87% 


87% 


87% 


87% 


87% 


87% 


86% 


86% 


867o 


NCAA March Madness 98 


The Need for Speed: V-Raliy 


Courier Crisis 


April 1998 


December 1997 


December 1997 


74% 


74% 


71% 


TIN GAMES 


RATINGI 

Beast Wars 

March 1998 

69% 

X-MEN: Children of the Atom 

April 

69% 

Golden Nugget 

November 1997 

68% 

Spawn 

January 1998 

68% 

Bug Riders 

January 1998 

67% 

Caesar’s Palace 

December 1997 

64% 

Punky Skunk 

January 1998 

40% 


WHAT DO ALL THOSE NUMBERS flEANf 


January 1998 
April 1998 
April 1998 
March 1998 
January 1998 
December 1997 
December 1997 
December 1997 
February 1998 
April 1998 
February 1998 
January 1998 


90 - 97 % 

“Must buy" games; each 
carries our editor's seal of 
approval, 


NBA Fastbreak 


Dead or Alive 


Saga Frontier 


Rascal 


Shadow Master 


Cart World Series 


Shipwreckers 


Red Asphalt 


WCW Nitro 


Triple Play 99 


Auto Destruct 


AGH: Midway Collection 2 


98 - 100 % 


80 - 89 % 

Good games, but lacking 
in some area; for fans of 
that style of game. 


70 - 79 % 

Mediocre titles tliat 
suffer from some serious 
flavrs, Rent—don’t buy. 


0 - 69 % 

Tin games are to be aroided 
at all costs. Only die-hard 
gamers would buy these. 


The ultimate gaming 
experience. 




























































































































^trivin^ for Perfection? Pimenision Publfolxin^'iS 
got the answer^ to your <|ue$tion$ on th.e gcaxies. 
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^$10.00 Price valid f^r PSEKtreme subscribers only. All Olliers pay full retail price of $1495, plus shipping & handling charges. Specify SFAt Star CiMafor; Crash BBndicoot2, Tomb Raider, Tomb Raider2^ Soul Blade or Pandemonim. Inside the U,S., add $3.75 for shipping (add $1 
each additional guide). Canada it Mexico add $454 for shipping and handling. Foreign orders call for pricing. 


•eiSS^ 




Cretiit Carcf Orders^ C&H 

( 916 ) 989-0171 


VISA 


rt/lld Arms ©1997 Sony Computer Entertainment Inc. SoulBlade^”©1997 Kamco, Ltd. All rightsVeeerved.Tomb Raider and Tomb Raider 2 are registered trademarks of Etdos Interactive. Alt rights reserved. “Crash Bandicoot”, “Crash Bandicoot 2: 
'ortex Strikes Backhand the Crash Bandicoot logos are trademarks and copyrighted properties of Universal Interactive Studios, Inc. Source code © 1996 Naughty Dog, Inc.lTie Sony Computer Entertainment lo-go Is a trademark of Sony 
i^orporation. Resident Evil ©1997 Capcom, Co. Ltd:. Blasto^^ ©1997 Sony Computer Entertainment Inc. Crystal Dynamics, the Crystal Dynamics logo, GEX,and the GEX character are trademarks of Crystal Dynamics. ©1996 Crystal Dynamics. All 
'ights reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 
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diet a tRti copy ei (!ra$h Bandicoot 2: dortex $trike$ Back, the 
Official Strategy duide when you $uh$crihe to B${ittreme for 
^21.9$^/ fhat'^ a (3% $airing$/ dotta have that/ 

To order send a check ormney order made payable to: 

Dimension Publishing • P.O. Box 6570, Folsom, CA 95763-6570 

'Add $3.75 tor shipping & handling on the free Crash 2 strategy guide. Mexican and Canadian orders $44.95 for subscriptions pi us $4.75 shipping 
& handling. (U.S. Funds). Foreign orders call for prii^ng. Allow 8-10 weehs for delivery. CA residents add 625% sales tax to strategy guide orders. 
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Some superhero. He doesn’t 
even know the definition of 
fearless and courageous. 


No x-ray eyes. 

No fancy-schmancy 
belt. What’s so 
special about 
this guy? 


are trademarks «f Sony Computcfr Erttertainment Inc. Blasto, Captain Blasto and 























What kind of 
superhero hangs 
around with 
floozies? 




Why does this wiseguy 
get aii the giory? 


A superhero 
should eat 
his protein. 
Not ride 
around on it. 




Free-roaming 3-D gameplay. Fully interactive sound and envi¬ 
ronments. Hard-core action shooting and open exploration. Classic 


platform elements. And the occasional intergalactic wedgie. 




“B" logos are trademarks of Sony Computer Entoriatnment Amerioa Inc. Developed l)v Sony Interactive Studios America. 998 Sony Computer EntertainmeJit America !nc. www.playstatton.com 
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goal is to preserve classic video game m; 

they are not lost permanently 


game magazines so that 





Please visit us at vvww.retromags.com 
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